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Tony DiTerlizzi’s Ursine 
CARD FROM THE NEW CCG 
Blood Wars graces this 
month’s cover... 

Tony painstakingly recre¬ 
ated THE CARD FOR US WITH A 
SPECIAL BACKGROUND JUST FOR 

Scrye! Watch for more of 

TONY’S WORK IN THE UPCOM¬ 
ING Planescape RELEEASES, 
AND THE CCG FROM WHITE 
Wolfj Rage! 
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Collectible Trading Card Game 
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Back again...The Mac attack has subsided and wc are now left 
with a new well-oiled production department...well maybe not 
new or well-oiled, but they work sort of hard, sometimes...Florida 
is bright, sunny and warm, much to the chagrin of the industry 
which dwells mostly in snow-laden regions, and we’ve been hav¬ 
ing fun reminding them of their plight, when we talk to them...I’m 
sure that we’ll be teased when we head to the northern lands. 

The market is being driven by the demand for out-of-print 
cards and they are getting harder to come by. As a result, the 
prices have increased dramatically over the last month and a half. 
Card hunters are out with fists full of dollars buying up cheap (or 
not so cheap) singles and stockpiling them or flipping them over 
to the large Mail Order houses. As a result, it is becoming harder 
and harder to find real out-of-prints (read: not counterfeit) in your 
local stores, hence the wild price increases for some cards in this 
issue. 

The sheer number of games due to hit the market between 
June and December makes my eyes glaze over... There will be a lot 
of changes which will accompany the release of WotC’s 
Chronicles, as well as market splitting effects, due to the release 
of so many new products. 

What is really fun to watch is the flood of licensed games 
being released in languages other than English. The first other 
language European M:TG release was Italian. Shown here are a 
few of those nifty cards (thanks to Ciro Alessandro Sacco). 

A gentle reminder: Scrye’s prices are determined by the accu¬ 
mulation of data from retail stores... not by some bizarre numbers 
we come up with at 3 a.m., and not by downloading auction ask¬ 
ing prices. The stores have to face you every day, so it’s unlikely 
that the retail store owner will lie to us when his name and repu¬ 
tation is on the line... It’s a better risk by far to get fair market 
value from the retail stores... but it’s ultimately your decision. 

The card insertion for ICE AGE will happen next issue (#7) 
which is due out in May. Scrye is publishing roughly every 6 
weeks. To get all of the cards possible you have to buy all 9 mag¬ 
azines. HOWEVER... all the cards are Common and will be IDEN¬ 
TICAL to those found in the regular ICE AGE release, so they will 
not be collectible to any great extent (unless something fouls up 
of course...) The magazines all have two cards... one card is com¬ 
mon to all 9 magazines, the other is special to that magazine (Do 
not read as UNIQUE). Get the picture? Scrye magazine will also 
include a special ScRYE/Companion Games Galactic Empires card 
(one of two designs) a special promotional Towers in Time card 
and a preview RAGE card from White Wolf Game Studios. For the 
record, we don’t like promoting new games by inserting chase 
cards. I personally feel that everyone loses; the manufacturer 
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spends a fortune on the cards and the insertion; the magazine 
publisher has to poly-bag the magazine; the distributor and retail 
store are likely to speculate and buy extra stock copies and the 
collectors chase cards by buying multiple magazines. Often the 
print runs of the magazines make the cards Ultra Common and 
therefore virtually worthless. The insertion itself represents a lot 
of waste from readers buying multiple copies of mags to just get 
cards and we won’t even talk about the poly-bag remains...these 
are not very environmentally friendly occurrences. So, when you 
see all of these cards pop up in magazines, think twice about 
chasing them... It will make us all rest more easily. The other 
magazines participating in the Ice Age insertion arc as follows: 
Cards Illustrated, Combo, Comics Buyers Guide, The Duelist, Hero 
Illustrated, Non-Sport Update, Pyramid, Shadis and Wizard. 

Also watch for the Ice Age promotional cards in Acclaim 
Comics’ Ice Age comic series. (The Shadow Mage series has 
Revised cards inserted... A free Fireball, wow?) 

Special Congratulations goes out to 
Josh Hall at Fanfare, who has recently 
earned the Grand Title of proud father of 
Mathonwy Lindsay Dean-Hall 
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"And it shall come to pass in that day that 
the lord shall punish the Host of the high 
ones that are on high and the kings of the 
earth upon the earth." 

Isaiah 24:21 
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Distributor and dealer inquiries welcome 


Heresy: Kingdom Come is Last Unicorn Games' trademark for its collectible trading 
card game of fallen angels, virtual prophets and chromeopathic dreamwalkers, all 
struggling to achieve Re-ascension amidst the Ruin of a Decaying Matrix and a Forsaken Earth 
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Scrye, 

I’m tired of listening to all 
of the card shops and collectors 
complaining about *-Marts sell¬ 
ing Magic cards. They complain 
that it takes their business 
away. Well, maybe if those card 
shops would sell packs and 
boxes at retail price instead of 
$20 + for one pack of cards (or 
even singles)...! think that the 
collectors are worried that the 
consumers will be able to buy 
as many packs as they want for 
normal prices. 

Will U.S. Games be making 
a white bordered Wyvern game 
of starters and boosters? The 
black bordered cards are either 
too hard to find or way above 
retail price. 

Finally, what is the layout 
for the Ice Age expansion? I 
have heard that it is just like 
Revised, minus a few cards, and 
that only the starter decks con¬ 
tain Land. I have also heard 
that it is just a Winter version 
of the Revised (e.g. instead of 
grizzly bear and Mahamoti 
Djinns they’ll have Polar bears 
and Ice Efreets). Please fill me 
in if you know. 

A loyal reader, 
M. Walko 


and it is a pleasure to read it. 
Without information like the 
price guide, card collectors and 
players can feel lost in the 
world of Magic. 

I have two questions to ask: 
First, is it possible that Wizards 
of the Coast would consider 
reissuing the M:TG expansion 
sets, such as Legends? As a new 
collector, 1 find it frustrating not 
to be able to collect all of the 
expansion sets. It is miserable. 
Secondly, what happens after 
Vesuvan Doppelganger clones 
Firestorm Phoenix, and then 
goes to the graveyard? Is 
Doppleganger returned to the 
owner’s hand as Firestorm 
Phoenix? What happens? 

Sincerely, 


$47 everyone’s buying one! But may I first clear up some- 

Therefore, the availability of the thing? From the wording of your 
card is relatively high (when letter you seem to imply that we 

compared to pulling a Mirror at Scrye determine what the 
Universe from a box of Legends, card prices are that 
or a Black Lotus from a box of we publish 
Alpha) thus decreasing its val¬ 
ue. 

However, I agree with 
one of the letters from a 
seemingly avid reader from 
Scrye #5. This person stated 
that Antiquities prices are 
very low, and I wish to back 
them up. I’m not sure if this 
applies to all parts of the 
country, but in my home town 
there are many Magic players 
who are desperate for 
Antiquities. People will do 
nearly anything to get their 
hands on an Urza’s Avenger, 

Colossus of Sardia, Yawgmoth 
Demon, Argivian Archaeologist, 
or a Gaea’s Avenger. I realize 
these are all of the best ones 
from the series, but I’ve also 
seen people interested in cards 
as simple as the Urza lands. 

Oh yeah, I was wondering, 
in a future issue, would you 
consider printing a list of the 
Top Ten Magic Cards? Other 
magazines have already done 
this, and I feel it would really 
add something to your publica¬ 
tion. 

I have something to tell all 
of you who feel Spellfire sur¬ 
passes Magic: Magic rules! I 
don’t understand why you don’t 
like those jellybean counters. It 
adds a little something to the 
game just to make it more 
interesting. Furthermore, the 
rules are not as complicat¬ 
ed as one might expect 
them to be after glancing V 
at an interminable para- \ l 
graph such as a Vesuvan J 

Doppleganger’s text box. ■ 

Sure there are many 
nuances in playing it, but 
the general rules are pretty 
straightforward. V 

Thank you for reading my 
letter, and keep up the 1 

good work! 

Sincerely yours, 

A. Lewis 
Fairfield, CT 

Thanks for your nice letter! / 


\ ^-here- 

in. Au con- 

traire, Monsieur: All of 
the prices herein, are compiled 
from retail stores across North 
America. We verify them and 
then add them to our database. 
Accurate, real prices are 
extremely important to us and 
we think it’s a very major rea¬ 
son why you buy our magazine. 
Many retail stores use the 
prices in Scrye to set their own 
prices - they and you depend on 
our accuracy. 

The reason why Antiquities 
prices seem low to you is that 
the set’s big cards don’t com¬ 
pare favorably to other expan¬ 
sion sets’ big cards. The big 
cards in a set (the most expen¬ 
sive ones) greatly influence the 
prices of all cards in the set. 

A Top Ten List? Guess 


Thousand Oaks, CA 
WotC is bringing out Chronicles 
late this Summer. You’ll be hap¬ 
py to know it contains many 
Legends cards. No, once the 
card is in the graveyard, it is 
back to being a Doppleganger. 
[This is an unofficial ruling, for 
the official word call WotC’s 
Customer Service line at: (206) 
624-0933 and talk to the card 
gurus or email: custserv@wiz- 
ards.com] 


U.S. Games 
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S ^ stores 
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cards. Both 

it and the forthcoming 4th 
Edition of Magic: The Gathering 
will have Land cards in the 
Starter Decks only. (And it 
seems, 3 Rare cards in each, 
too.) Ice Age does have some 
winter/storm/ice versions of 
existing Magic cards. 


Scrye: 

After reading Scrye #5, I 
wish to congratulate you on 
your continuing success. 

Your articles were informative, 
price guides helpful and the 
artwork on the front cover was 
amazing! I have been a Magic: 
The Gathering player for five 
months to date, and am very 
satisfied with everything, well, 
almost everything. 

I am glad to see that Fallen 
Empires prices appeared in #5 
and agree completely with your 
pricing. Many of my friends 
were astounded to see a Hand 
of Justice priced at $5.50 (at the 
High price), but I for one feel 
that this is a fair price. 

Although Hand of Justice hap¬ 
pens to be a great card, I think 
it’s overrated. In nearly every 
box of Fallen Empires, you’re 
bound to find one, and when 
boxes are selling for as low as 


Dear Scrye, 

Your magazine is very helpful 
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what!? We thought of it long 
ago, but it wasn’t 
until this issue that 

JfrfrlR we ^ ounc * t * lc t * mc to 
B3L VoA print a Top 40 list, 
fvf " Let us know if you 
like the way we 


if you could put my envelope in 
Scrye, it is my gift to you to 
show how much I really do love 

Scrye... 

Sincerely, 
T. Perkins 
Davenport, FL 

You will see more features on 
the artists who do these games. 
And thank you for the very 
KEWL envelope! 


though. He’ll see it the next time 
he comes over. 

For my son’s 18th birthday, 
a couple of his friends spent the 
night and we stayed up till 4:30 
playing four-way Magic. The 
version of attack-left is fantas¬ 
tic. All of us said it was the best 
way to play. 

Your magazine offers us 
some great insights as to strate¬ 
gies and exactly what we should 
think about while building 
decks and in playing the game. I 
especially enjoyed your article 
on ‘Upkeep.’l learned quite a bit 
from it. I want to thank you for 
continuing the legend that ’Dads 
know everything.’ 

During the past few weeks, 
my wife has been gathering 
cards and is currently learning 
the game. A lot of peo- 


a product’s value. I do not col¬ 
lect Magic cards as an invest¬ 
ment. I simply like to play 
games. It would be nice if we 
were playing the same game. 
There may soon come a time 
when I and my family decide 
that the irritation and expense 
in getting cards outweighs the 
fun we are having playing the 
game. It is a good product, but 
when a good deck costs as 
much as my son’s first car, there 
is a problem. Yes, it will be a 
used car, but the cards are usu¬ 
ally used too. 

In closing, I will simply say, 
‘Keep up the good work Scrye’, 
and ’Lighten Up Wizards, games 
are supposed to be fun, not 
expensive, and there are other 
trading card games out there’. 

D. C. Amend 
Wilmington, DE 
Great letter! However, 
we think that 


\ Dear Scrye: 

\ I’m writing 

\ because I am 

thrilled that I 

\ have found 

\ your maga 

\ zine! 

\ 

Everyone 
has been talking 
about it, but I could never 
find it around here. All that 
changed with issue number four 
when I, at last, got a copy of 
your wonderful Scrye! 

I must say that I am very 
impressed with what I have 
seen, and you now have one 
more reader a 


Dear Scrye Guys, 

I want to tell you about a 
great new world that has been 
opened up to me. It is a world of 
Magic. About three months ago, 
my son started talking about a 
new game he was learning from 
his friends. The game was called 
‘Magic: The Gathering.' I didn't 
show a lot of interest in the 
game, which disappointed my 
son. i 

My daughter, on the other fl 
hand, was very interested in m 
the game and started learn- /$i 
ing how to play from her /£ 
brother. While watching ijB 
television, I overheard If 1 

some of the rules he was t/ 'l 
discussing with her, and 
noticed some discrepan- /fflfH 
ties in what he was say- j| 

ing, so of course, I men- 
tinned this and repeated 
what he had said in both 
instances, and pointed out that 
they could not both be true. 
While he was thinking about 
this problem, I picked up the 
rulebook and started skimming 
through it. I found the area in 
question and rendered a deci¬ 
sion. I was then questioned 
quite often about rules of the 
game. It was difficult trying to 
be the rule authority when I 
didn’t know how to play the 
game, but Dads know every¬ 
thing. 1 then went on a reading 
spree on everything I could find 
about the game. As you might 
guess, not only did I learn the 
game, I enjoyed the game and 
in no time at all, I was compil¬ 
ing my own deck, which is all 
blue. I not only play with my 
children but with their friends. 

I am not beaten very often 
except by one friend in particu¬ 
lar. I have something for him 


mong the throng 
of people who have become 
addicted to Scrye. Your prices 
are in the correct ranges and 
are very reliable. I love your 
articles on new games and espe 
daily the Card Collector 
Confidential section. 

I would, however, like to see 
a section devoted to the artists 
in the industry who make the 
stunning pictures on the cards. I 
believe my favorite article in 
issue #3 was the one about the 
Art of Wyvern. I hope that you 
will continue doing such articles 
in the future. 

l or the editor, Yes! people 
really do read your section. And 


have said " 

that the addiction to 
games of this type separates 
people. This is not true if you 
join in the fun. I his game has 
provided us with a lot of good 
family time. 

I also want to point out how 
much this game helps in many 
other ways. My children are 
both learning how to judge 
actions based upon clear under 
standing, justifying some sacri¬ 
fices, depending upon others 
and definitely how words can 
cause such drastic results. 

The only thing that dampens 
my enthusiasm is what I per¬ 
ceive as ‘Games being played’ 
by ‘Wizards of the Coast'. I 
think the way they are distribut 
ing cards is a ploy to increase 
their revenue. I know this is a 
normal procedure in any busi¬ 
ness, but I object to the manipu 
lation of markets to overinflate 


you’re wrong ^ 

about WotC manipulating ‘mar¬ 
kets to ovcrinflate a product’s 
value.’ In fact, if anything, they 
may be too conservative about 
doing that, lust think if they had 
printed half the number of 
Fallen Empires cards (or just 
destroyed half of what was 
printed)...this would have had a 
huge positive effect on Fallen 
Empires card prices. Also keep 
in mind that after-market card 
prices are set by the consumer, 
not by WotC. No one forces a 
consumer to buy a Black Lotus 
for $200. 


Dear Scrye, 

I noticed that in your num¬ 
ber five issue you referred to 
the Fallen Empire Artifact cards 
to be beige instead of having 








And if they are, how 
much longer will they 
be on sale until they 
are discontinued. 

Thanks for listening. 

I love your Mag! 

M. Fenster 
Port Jefferson 

P.S. Is it worth 

collecting Fallen if^KPVR 

Empires or ''iSRflgX 

should I sell 
them to buy Wyvcrn? 

Thanks a lot. 

Consulting the Crystal Ball. 
Hmmm....Wyvern Gold and 
Silver cards (#136) will be 
worth something, probably 
always. But it all depends on 
how collectible the game 
becomes - and it is too early 
to ell this right now. The 
Premier Limited Edition is 
the first edition of Wyvern 
and far, far fewer cards were 
printed than of Fallen 
Empires. So, Wyvern MIGHT 
be a better choice to collect. 

At Scrye, we think you 
should collect whatever you 
like/think is cool, rather than 
what you think might some¬ 
day be valuable. 


Christmas. One ad carried 
Christmas specials. Others 
talked about preordering 
Fallen Empires. Both were 
obsolete by the time I bought 
the magazine in January. Yet 
the date on the cover is 
February, and it was still in 
the bookstore. Pricing, espe¬ 
cially on something as fast 
moving as collectible cards, is 
time-sensitive. It would have 
given me a better feel for 
things if it has been labeled 
November, or December, or 
whenever you actually put it 
out. I think it would also 
have been more honest. Once 
bitten, twice shy. I’ll know 
better next time, if there is a 
next time. 

I did appreciate the art¬ 
work, illustrations, and play¬ 
ing explanations. I under¬ 
stand better now the 
fascination the cards have. 

Yours truly, 
L. Reed 
Big Spring, TX 
We’re sorry the company you 
contacted refused to ship the 
cards you wanted overseas. If 
you’ll supply us with their 
name, we will talk to them 
about it. We insist that our 
advertisers be truthful in 
their ads. One wonders if 
they really had the cards you 
wanted in stock. 

Because Scrye is distrib¬ 
uted on the newsstand, it 
must have a cover date in 
advance of the actual date it 
appears on newsstand. That’s 
just the way things work in 
the field. 


the usual ‘A’ for the artifacts. 
I’d like to know why you did 
this because to me, there is 
obviously a difference. 

Was this a mistake or did 
you do this intentionally? 

T. Dwyer 
Portsmouth, R1 
We refer to colorless 
cards as Be (Beige). Since 
Artifacts are colorless they 
had Be as their color code in 
#5. The ‘A’for Artifact would 
be found in the ‘Type’ column 
denoting the type of card. 

The ‘Type’ column is absent 
from the Fallen Empires list 
in #5. 




Dear Scrye, 

I don’t play or collect the 
cards you write about, but 
my son, who is in the Navy 
does. I bought Scrye to learn 
about Magic and its expan¬ 
sions and as a source of sup¬ 
ply to help him find cards, 
since they are scarce where 
he is stationed. I found the 
magazine entertaining, 
enlightening, and helpful, but 
I do have two complaints. 

First, is there any way 
you could restrict the words 
‘We ship’ and/or ‘Mail order’ 
in your ads to companies 
who actually do sell by mail? 

I was ready to order from 
one company, until they said, 
‘You’ll have to come by and 
pick them up!’ This from a 
company in the Northeast, 
when I live in the Southwest, 
half a continent away! When 
I objected, quoting the Scrye 
ad, they said, ‘We have to 
keep stock on hand to supply 
our local customers,’ or 
words to that effect. I have 
no quarrel with retail suppli¬ 
ers who want to restrict their 
trading range to local people, 
but they should not advertise 
in a national magazine that 
they ship, if in fact, they do 
not. 

Second, I wish Scrye did 
not follow the usual publish¬ 
ing practice of labeling mag¬ 
azines with a month much 
later than the actual date of 
publication. Scrye #4 was 
obviously out before 


Dear Scrye, 

1 am a very big Magic 
player. My cousin introduced 
me to the game in late 
August of ‘94, so I don’t have } ' 
a very wide variety of cards. 
Although 1 have managed to 
collect an entire set of the 
Revised Edition! (I ripped off 
quite a few peo¬ 
ple by trad- 
ing, not •/ 

stealing, to 
get some of HrK 

I go to LIB 
college with 

my friend, / 

Nick, to some- HSK. 
times play 
Magic. The 

players there have incredible 
decks. I can’t manage to beat 
anyone. I once used my 
‘burn deck’ in an II player 
game, and when the other 10 
players discovered my Drain 
Powers, they wasted me. 




Dear Scrye, 

After reading Scrye #4 
and 5, 1 became extremely 
interested in Wyvern.. But 
there are some questions that 
have been lurking inside me 
for awhile and I hope you 
can answer them. First, the 
special Gold and Silver cards 
are redeemable for cash. If 
you don’t redeem them for 
cash will they be worth any¬ 
thing? Second, the starters 
and boosters that are on sale 
right now (2/10/95), are they 
like an Alpha or Beta edition? 
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1 think that it would be great 
if you printed up an article 
for players who just started, 
on how to create decent 
^ decks with the few 

cjri,s 
lhat they 

£& ut&^l have. It 


possibility. The only places to 
keep honest pricing were the 
movie store and bookstore in 
the mall where I work. For all 
the trash people dump on 
them, at least they didn’t 
change their prices because 
they knew people would pay 
them. I was able to get all 90 
or so cards just because they 
kept their prices down. 

Now, as to a common 
statement, I keep hearing 
about there being no Guinan 
card to complete the mission 
where you must have either 
her or the Tox Uthat: 

Decipher has said unofficially 
that she will quite possibly 
be a send-in card. You know 
those little card wrappers 
everyone throws away??? 
DON’T!!! They have hinted 
that there will be a form that 
will require the sending in of 
wrappers to obtain the card. 
They didn’t say if it would be 
limited edition, white border, 
or both, so keep ‘cm all. 

They didn’t say if there would 
be any additional charges 
either. So far, this is a very 
iffy, iffy thing. Decipher has 
always been very helpful with 
answers when contacted, and 
I commend them for that. 

Now, if there would just be 
some ultra-rares and an 
expansion... 

Finally, just let me say, I 
think Jyhad is a great game. 
The artwork rules and it is a 
very intense game. I hope it 
sticks around for a long time, 
and maybe one day we’ll get 
an expansion set. Perhaps 
Santa will bring me one for 
next Christmas if I behave? 
Forget it, because if that’s 
what it depends on, I’m sunk! 
Thanks for letting me gab.... 

Sincerely, 
M. Smith 
Dayton, OH 

P.S. Enjoy the scribbles... 

Thank you for your thought¬ 
ful comments on ST:TNG CCG 
and jyhad! 


response to several letters 
from issue #5: 

1. J. Ruina is right all 
around the bases for the only 
home run this season! 

2. I believe it was and is 
Richard Garfield’s intention 
that the Lord of the Pit 
demands that the Mage make 
a sacrifice or face his wrath 
‘the Shivan Dragon seems to 
take particular glee in the 
misery of others.’ That is its 
payment. 

3. Did you know some 
lyhad cards arc green bor¬ 
dered instead of black? 

4. As far as war sprites 
are concerned the art is good, 
but the rest is all wrong. This 
is a bad joke. It makes a 
Shivan Dragon look like an 
Earthbound Scryb Sprite. OK, 
here is my dissection (hey Dr. 
Garfield, if you’re watching!) 

Solution to War Sprites: 
a) It becomes a Gold card. 

The casting cost becomes two 
green and one blue. It still 
can fly, but it must lose the 
banding and can’t bury crea¬ 
tures. Both power and tough¬ 
ness are 2 for a 2/2 creature. 
It can counter a red spell for 
I 1 tap sacrifice sprites to 
destroy a red permanent or 
bury target creature, b) It 
stays as a green card casting 
cost is one green and one col¬ 
orless. It can fly and band. X 
I tap should be counters, a 
red spell X is the spell’s cast 
cost. Power and toughness 
are 2 for a 2/2 creature 

Scrye you next time 

E. (leave no millstone 
unturned) Kunitake 
Holualoa, HI 

P.S. Let’s trade! 

Send your Letters and 
Scribbles to: 

Scrye Magazine 

Attention: J M WHITE 

3061 7 US HWY 19 N, 

Ste. 700 

Palm Harbor, FL 34684 

Now that Scrye is more 
colorful, colored pencils, 
watercolors, poster paints, 
markers, etc. make a more 
definite impression. 

Besides... Next issue the 
Grand Art Contest will be 
announced... This is your 
chance to practice! 


hove nu clue 

on how to 
make good decks. 

M. Malinowski 
Williamsville, NY 
PS What’s up with this 
Wyvern game? My friend 
plays it and I think it is terri¬ 
ble. 

Really? Wyvern is definitely 
one of the best games in the 
field. It has a lot of strategy 
to it and winning it seems to 
value player skill more than 
spending the most money on 
deck-building. 


Dear Scrye: 

Hey, just a quick congrats 
on the mag! It’s so nice to 
have a consistent source for 
CCG information that’s up-to- 
date. Keep up the good work! 

I absolutely love Decipher’s 
ST:TNG game. The first time I 
sat down to play, it was so 
much easier to understand 
than others I had tried to get 
into, and 

B the game 

as com¬ 
plex as 
you let it. 
My only 
problem 
was the 
card 

shortage. 

Locally we experienced a sort 
of card shop hoarding frenzy, 
and when people started buy¬ 
ing, local shop owners only 
saw one thing - $$$$. Within 
a week, starter decks were up 
to nearly $20 and for some, 
like me, on a limited budget, 
collecting became a hollow 


Dear Scrye, 

I just finished reading 
Scrye #5 (excellent) even the 
editorial! I am writing in 
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Welcome to 
Secrets Central - 
the home of all the best news at 
Scrye, Inc. Instead of our usual 
what’s out, what’s new, and 
what’s what this month, I’ve 
patched together some of the 
most urgent press notices for 
your pleasure. 


DECK IIO! 
GAMES OFF THE 
STARBOARD BOW! 


Wizards of the Coast made 
some major announcements 
recently. 4th Edition Magic: The 
Gathering is due in April (which 
might really mean May), replac¬ 
ing the Revised edition. The 
packaging is changing to look 
more like the Gift Set, so you’ll 
be able to easily recognize the 
new edition. Starter Decks will 
come with “more rare cards’’ 
which we assume to mean 
three per deck. Boosters will no 
longer have Land cards (hur¬ 
rah!). 


Chronicles is due this 
Summer and will be sold in 
booster packs of 12 cards. This 
white bordered print run con¬ 
sists of approximately 100 
cards, taken from Arabian 
I Nights , Antiquities , Legends and 
The Dark . WotC intends to 
| make it available for one year. 

Jyhad is being renamed and 
relaunched this Summer. It is to 
be called Vampire: The Eternal 
| Struggle (V.TES ). The rules have 
been rewritten and reformatted 


for easier reading, and new 
variant rules 
have been 
included to 
increase the 
pace of the game 
for those who 
want to play 
quick sessions. 

The new rules 

will come both in 
the new Starter 
Decks and in 
| Darkness 
Unveiled, the 
new pocket 
I players guide. 

In August, the 
first expansion 
will arrive, 
called Dark Sovereigns. This 
expansion designed by Matt 
Burke and Shawn Carnes focus¬ 
es on Western Europe and will 
contain new vampires, including 
the Queen of London and the 
Prince of Berlin. The set will 
have more than 100 cards. 

Watch for the continuing 
saga of the HarperColIins M:TG 
books. A new 
line of books 
should pre¬ 
miere this 
Summer, with 
a different 
slant... Don’t 
forget the 
M:TG Comics 
coming from 
Acclaim in 
March, but 
keep in mind 
the “free card” will be a pre¬ 
released preview Ice Age card 
similar to those you will find in 
9 magazines (including Scrye) 
over the next 2-3 months.. The 
magazines will get one card 
which will be the same in ALL 
the magazines and one card 
only available through each 
magazine.... 

The cards distrib¬ 
uted promotionally 
will be COM¬ 
MON Ice Age 
cards and will be 
identical to those 




released in the main set in June, 
so don’t expect 
to see them list¬ 
ed as collector’s 
items... Happy 
Gaming though! 

Wizards of 
the Coast has 
just acquired 
Andon 

Unlimited, the leader for con¬ 
vention management in gaming 
industry. Both companies are 
very excited about the positive 
impact this will have 
on the consumer 
and gaming indus- 






What this means to Origins 
is that it will continue to be 
managed by Andon Unlimited. 
As is currently the case, Origins 
will be the premier showcase 
for the gaming industry, and 
‘the only one in which every 
manufacturer is treated 
equally, without exception.’ 
Finally, WotC’s latest word 
on Ice Age is that the first 
shipment will be out in 
June, rather than 
May. 



Doomtrooper's 
first expansion is coming in 
April. Called, Inquisition, 
some of the more 
than 100 cards will 
have foil stamping. 

Daedalus Games 
have announced 
Shadowfist for a June 
release. The art 
direction is by Jesper 
Myrfors and the ros¬ 
ter of artists includes, 

Poole, Maddocks, 


CAVEAT 

OU’TOll 


Benson, Thomas, 

Baroh, and Kane-Ferguson. 
Jose Garcia and Robin Laws 

have been busily playtest¬ 


ing since August. This game 
should be very smooth when it 
emerges. Watch for this one! 

Moons of Khadar is coming 
in July from Valkyrie Games. 
Designed by David Fowler and 
Gregory Bell, it takes place in a 
post apocalyptic world where 
players play Klan Masters and 
manage resources. 

Medallion Simulations are 
about to release two Tactical 
Command Series card games. 
Echelons of Fire is a modern 
tactical combat game. Echelons 
of Fury is a World War II 
combat game. Both 
should appeal greatly to 
wargamers! 

Apocryphy is coming from 
Dementia 5. Apocryphy tells the 
story of a world ravaged by the 
collusion of science and sor¬ 
cery. The initial release will 
contain approx. 250 cards. 

Legends of the Five Rings 
from Isomedia is coming in 
August. It’s a fantasy game 
based on 15th-century fuedal 
Japan. 

From Cardz Distribution in 

June comes Hyborian Gate. It 
comes in 110-card starter decks 
and 15-card boost¬ 
er packs. The 
game pits magic 
against technolo¬ 
gy, or vehicles 
against monsters. The art 
is by Boris Vallejo and Julie Bell. 
(Wow!) 

Black Dragon Press in Utah 
is working on their first release: 

Tempest of the Gods. 

Due out in June. 
Horizon Games are 
working on three 
1995 releases. The 
first is based on 
Arthurian Legend 
which will be out in 
April. All of the art 
is done by one artist 
— details are to be 
announced. Their 
second release is a 
science fiction game with fanta¬ 
sy overtones involving robot¬ 
like creatures. Watch for it at 
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MAY 5-7, 1995 

Beursgebouw, Eindhoven, The Netherlands 


100,000 SQ. FEET OF GAMING FUN FOR ALL AGES! 
Exposition Centre (Beursgebouw), 
Eindhoven - The Netherlands 

Convention Hours 

5 May 12.00 - 19.00 6 May 09.30 - 18.00 

7 May 09.30 * 18.00 

Features: 

Boardgames - RPG - Wargames - Miniature Wargames - Comics - 
Trading Card Games - Fantasy - Books - Science Fiction - Re-enactment 
Computer Games - Play By Mail - Online Games - Figurine Painting 


Specials: 


Original Magic™ Art and reproductions for 
sales Mark Poole, Susan Van Camp, 

Randy Asplund Fatth and many others 

WILL ATTEND WITH THEIR WORKS OF ART! 
100-PLAYER MaGIC t1 GRAND MELEE! 

Release of the all-Dutch version of 
D^ttrooper tm , the first Dutch version of a 
collectible trading card game! 

Release of Rage™ by White Wolf! 

Sale of private collections featuring 

THOUSANDS OF RARE MAGIC™ CARDS! 

Many U.S. Companies to attend- 

Atlas Games (On The Edge™), Columbia Games 

(Dixie™), Companion Games (Galactic Empires™), 

Heartbreaker (Doomtrooper™), Mag Force 7 with 
Margaret Weis (Star of the Guardians™), 

R. Talsorian, Scrye, The Magic Source, 
Wizards op the Coast and many others. 


ATTENTION COLLECTORS! 

SPECIAL COLLECTIBLE CARD GAME PROMOTION 

Carta Mundi is sponsoring the show with a 
special and highly collectible GS IV BOOSTER 
PACK containing cards from 

Dalmuti™, On The Edge™, Star Trek®, SimCity™ 

and others. Print run only 10,000! The first 
10,000 visitors will get one with their entrance 
ticket. 

You can book a room at the following luxury hotels: 
Holiday Inn (+31 40 433222) from 110 Dutch Guilders 

Dorint (+31 40 3261 1 1) from 105 Dutch Guilders 

Days Inn (+31 4998 90100) from 70 Dutch Guilders 

All prices include tax, tip and breakfast buffet. 

Entrance Fee 

NFL 17,50 incl. GS IV Booster and Programme Booklet. 
NFL 27,50 for the duration 

For More Information Contact 1 

999 Games, Rondeel 134, 

1082 MH Amsterdam, The Netherlands 

011 +31 20 6445794 
01 1 +31 20 6460821 
011 +31 6-52840884 
Mon-Fri 09.00-17.00 


Magic: The Gathering is a trademark of Wizards of the Coast, Inc. Wizards of the Coast, Inc. is a registered trademark. 
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GcnCon ’951 

Last Unicorn 

Games have announced Heresy for an early 
Summer release. 

Hunted Harlequin’s Matt Sturm is 
assisting Christian Moore & Owen Seyler 

with the rules, and the art is by top-of-the 
line Comic Artists (including Bernie 
Wrlghtson). The world of Heresy is rather 
dark and scary. 

New Millenium have licensed Optimus 
| Design System’s Battlelords of the 23rd 
| Century for a July scheduled card game 
release. Many of the top artists in the regu¬ 
lar field are working on this game. 

Cactus Game Design’s Redemption is the 
first release in a series of collectible card 
games. The theme is a classic of good ver¬ 
sus evil. However in Redemption the heroes 
and the bad guys come directly from the 
I Bible. Players send their heroes into battle 
against their opponent’s army of darkness 
which is holding Lost Souls prisoner. The 
I first player to rescue five Lost Souls wins. 
Watch fro Redemption in July! 
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have an early August release. Keith 
Parkinson and Luke Peterschmidt have 
been working on the rules since last 
Summer. Art is by Parkinson, Kelly, 
Warhola, Brom and more! This will be 
a major GENCON release. 

Watch for new releases from U.S. 
Games, and Mayfair Games soon,,, 
Mastering Magic Cards is a new 
book on you-know-what. It runs 240 
pages and has oodles of cool informa¬ 
tion on deck building - in stores now - 
from Wordware Publishing. 

Coming from Brady Games via 
Macmillan Computer Publishing is Star 
Trek: The Next Generation Custom¬ 
izable Card Game Official Player’s 
Guide . It includes a coupon for a free 
card. Coming at the end of April. 

There is now a frenzy for the best 
licenses in collectible card game for¬ 
mat. This includes the X-Files. There 
are at least 30 games announced, offi¬ 
cially and unofficially, and there could 
be as many as 80 collectible trading 
card games out by December! When 
will the madness end...or take over 
md the world?! 


Marvel announced at Toy Fair that it 
plans to produce six games in ‘95 including 
Wolverine , Spider man, X-Men, and Capt. 
America. 

Star Wars is a go from Decipher... 

Pogs were everywhere at Toy Fair, 
nnn’t be surprised if they either disappear 
shortly or all of 
your favorite game 
companies release 
promotional milk 
caps. 

The big non- 
CCG release at Toy 
Fair was The Great 
Dalmuti from Wizards of the Coast. I had 
an opportunity to play 
again with new cards. 

I’m used to playing with 
regular 52 playing card 
decks. 1 was pleasantly 
surprised! The new 
cards, although a bit 
hard to read, really liven 
up the game. 


Dixie - Shiloh Edition will be available 
May 15, 1995. 

Dixie is a tactical card game that 
captures the drama and excitement of 
Civil War battles. The first edition, 
Bull Run sold well and the first expan¬ 
sion is Shiloh. 

The cards depict every regiment, 
battery and 


Atlas/Trldeitt: On The Edge 

On The Edge Unlimited 
Cut-Ups Expansion 
Card Sharks: Super Deck! 

Columbia Games: Dixie 

Companion Games: Galactic Empires 

Galactic Empires Primary | 

Decipher: Star Trek: The Next Generation 
Star Trek:TNG Unlimited 
Heartbreaker: Doomtrooper 
Mad Force 7: Star of the Guardians 

Medallion Games: Echelons of Fury 
Echelons of Fire 

Steve Jackson Games: Illuminati: nwo 
Thunder Castle Games: Towers in Time 
TSIt: Spellfire 

Spellfire Expansions: Ravenloft 

Dragonlance 
Forgotten Realms 

Blood Wars 
Blood Escalation Pack 
U.S. Games Systems: Wyvem 
Wizards Of the Coast: Magic: The Gathering 
Magic: The Gathering (Italian Translation) 
Magic: The Gathering (German Translation) 
M:TG Expansions: 

Arabian Nights Antiquities 
Legends The Dark 
Fallen Empires 

fyhad 


HOT OFF THE FAX! 


brigade officer 
at Shiloh, the 
first major Civil 
War battle in the 
Western Theatre, fought in April, 1862. 

Each Dixie Shiloh deck contains 60 
cards, selected from 300 + different cards. 
The cards are printed on premium card 
stock in full color and portray original art 
by Eric Hotz 

Following up on the huge international 
success of the Doomtrooper collectible 
trading card game, based in the universe of 
the Mutant Chronicles, Heartbreaker is 
proud to announce an impressive line up 
for 1995! 


[Official release] 

In conjunction with 
I Target Games of 
Stockholm, Sweden, 
Heartbreaker will be 
developing and marketing an all-new col¬ 
lectible trading card game, based on one of 
the biggest movies of 1994, The Crow. 

With over 100 million dol¬ 
lars at the box office and a 
virtual merchandising 
bonanza, this property is 
already well-known to our 
With a 1996 sequel and 


target audience, 
an animated 
series in devel¬ 
opment, The 
Crow is sure to 
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Call our new toll-free number 1-800-384-4TSR to find the book, game or hobby store 
nearest you that carries TSR products! 
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be in the forefront 
of the dark action/adventure 
genre. Look for The Crow col¬ 
lectible trading card game this 
Summer! 

Planned to 
be released 
simultane¬ 
ously with 
its world- 
| wide pre¬ 
miere, is our second 
license. Also in conjunction 
with Target Games, 

Heartbreaker will be releasing 
an all-new collectible trading 
card game based on the 
upcoming James Bond movie, 
Goldeneye. One of the most 
popular movie series of all- 
time, with a worldwide audi¬ 
ence in the millions, James 
Bond never fails to amaze. 
Goldeneye features Pierce 
Brosnan as 007, a definite fan 
favorite! Expansions will 
| include the gadgets, villians and 
women from previous James 
Bond movies, as well. Like the 
movie, this will be a Fall 1995 
release. 

Also in development, with 
Bucaneer Games, is our fourth 
collectible trading card game, 
tentatively titled Super Nova. 
This all-new collectible trading 
card game is a game of inter- 
galactic expansion and con¬ 
quest, where players discover 
new worlds and expand their 
empires via economic, militaris¬ 
tic and diplomatic means. A 
Summer release is planned. 

Watch for games from 
some of the mid-size hobby 
companies in the summer as 
well. Tons of games are in 
production. Very few are being 
discussed openly. 

Although we’ve yet to 
hear the real story, it is 
I extremely obvious that 95% + 
of the machinery used to pack¬ 
age starter decks at Carta 
Mundi was down for weeks 
during January and February. 
Magic: The Gathering Starters, 
Star Trek Starters, and Wyvern 
Limited Starters were all 


delayed because of Carta 
Mundi’s production problems. 
The floods in Belgium could 
have been the cause. 

Speaking of Belgium... The 
huge European Game conven¬ 
tion GameFest IV is going to 
be held May 5-7, 

1995, in 
Eindhoven, The 
Netherlands and it’s 
just about 45 minutes 
from, Carta Mundi. 

This year’s show 
has a special pro¬ 
motion planned: a 
specially designed 
booster pack 
from Carta 
Mundi will be 
distributed at 
the show. It 
will feature the 
games Carta 
Mundi prints. ..Star 
Trek:TNG, M:TG/lce 
Age , On The Edge, 

Wyvern and more! 

This special limited 
edition booster is like¬ 
ly to have about a 
10,000 run, which will 
make it extremely sought after... 

Also at the show - perhaps 
one of the largest European 
Magic: The Gathering collectors 
will be selling off his entire col¬ 
lection of sets and singles... He 
has multiple Alpha, Beta, 
Arabian Nights, Antiquities, The 
Dark & Legends sets to dispose 
of, as well as thousands of rare 
cards... See you all there! 



[Official release] 

Thank you for all of your inter¬ 
est in RAGE. We at White Wolf 
know that we have a 
winner on our hands, 
and we can’t wait to 
get the ball rolling on 
all of our promotions 
leading up to the 
May 5th release date. 

In response to the 


many questions that have come 
from reviewers and fans alike, 
we are pleased to provide a 
RAGE quick fact sheet. Don’t 
despair — more information 
will be available soon. RAGE is 
a game of fast-paced 
combat between packs 
of Werewolves (Garou) 
and the creatures of 
their ancient enemy: 
The Wyrm. Players 
each lead the actions 
of their own unique 
pack in a struggle 
for victory. RAGE is 
a very flexible game, 

adjustable for 
playing times and 
victory condi¬ 
tions, and 
includes both 
combat action 
and the touch of 
political intrigue 
(called moots) 
everyone is clamoring for. 
RAGE: The Werewolf the 
Apocalypse Collectible 
Trading card game 
Instore sale date: May 
5th, Price: 60 card starter 
decks $7.95, 12 card booster 
pack $1.95, Printer: Upper 
Deck Inc. in Carlsbad CA (not 
Carta Mundi), Card Specs: UV 
coated 12 pt. stock Initial Set 
size: 300+ cards as well as 
“chase cards”. 

Special News: Limited 
Edition set is printed to order, 
and features a security holo¬ 
gram to set it 
apart 
from all 
other 
printings 
of RAGE (as 
well as all other 
trading card 


games, in terms of quality). 
Artists: A large selection of 
comic and game artists, includ¬ 
ing trading card fan faves such 
as Anson Maddocks, Richard 
Kane-Ferguson, and Stuart Beel, 
as well as hot newcomers John 
Matson and James Dailey (not 
to mention the ever-gorgeous 
Brian LeBlanc). Support and 
Supplements: Pocket Player's 
Guide - SAVAGE ATTACK in 
June, first supplement THE 
UMBRA in August; RAGE fiction 
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begins in June as well. 

[Official release] 

The following rumors have been 
heard by players, retailers, 
Decipher employees, etc. Here 
is what the rumor mill tossed 
up this month: 

lUJMOll 1 

The first quarter 1995 ship¬ 
ments of white-border cards 
will have a new copyright 
notice and other changes. 

Inside story on Rumor #1 — 
This rumor is not true. Our first 
quarter shipments were com¬ 
mitted and began manufactur¬ 
ing months ago. There have 
been two print runs of the 
*alpha* white-border cards. 
However, in the near future the 
print run of the 363 card uni¬ 
verse of white-border cards 
will, be converted to a *beta* 
version. These cards will 
arrive in June. The beta ver¬ 
sion will have a 1995 copy¬ 
right date and a few minor 
card corrections, minor being 
the operative word. The beta 
version will also have multiple 
printings. 

When the change is implement¬ 
ed, you will be able to spot the 
difference in stores by the 1995 
copyright notice on the pack¬ 
ages (but don’t confuse that 
with the Warp Packs, see above, 
which have a 1995 copyright 
notice.) Also, at some point in 
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COLLECTORS CARD SET 
& GAME 

Illustrated by Ed Beard Jr. 

Produced by DESTINI PRODUCTIONS™ 


jfiree sub-set games 


30 card md subs#dames, either Sci-Fi Far 
Horror $&00 

Pe r Pcpkf 10 cards $1.39 

/ OfestinL^foductions New Rule 
^Mhar\<tendck Card set “ANARCHY”™ 
Coming Soon! 


Dost ini Produ C t ions Presents t|p f ir^^^i^ctor 
Card/ Game to bridge the gap between the| traditional 
RPG gamer, Card Game enthusiast anj^Card Art 
collector alike. 

Available at Stores Everywhere! 


Destini Productions Game Rules and Info Hotline call (401) 739-1511 

Destini Productions Inc. Flights of Fantasy TM Copyright Ed Beard Jr. 1994 


90 Card Core Set, 3 Sub Sets 

Sci-FI • Fantasy • Horror 

Fully Illustrated Game Card Face 
By Internationally Acci5IM||^Aife' : AiTis' 


/ Autograph Cards 
/ Gold Embossed 
^ Gallery Cards 

9 Original Art 
Prize Cards 

> Special Guest Artists: 

\ j^Ron Rousselle II 
ft- ‘Melissa Benson 
•Ralph Pecchia Jr. 


Innovative “ALL IN ONE” packaging gives you a Sci- 
and Horro| game, with enough cards per 
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the year, we 
plan to update 
the rule booklet. 


STAR WARS 
CUSTOMIZARLE CARR 
GAME UPDATE 





[Official release] 

The Star Wars Customizable 
Card Game has now passed the 
first phase of development. The 
basic structure of the game is in 
place and the long process of 
playtesting, card selection, 
refinement, graphic design and 
approval has begun. The game 
is being developed by Decipher 
using the same core team that 
developed ST: CCG. 

Decipher will control this devel¬ 
opment and will design all the 
products sold. We will be devel¬ 
oping a variety of products to 
protect and enlarge all seg¬ 
ments of the marketplace. 
Where Star Trek is more mis¬ 
sion oriented, our Star Wars 
game is much more battle-like 
and aggressive 
(just like the 
movies!) 

Decipher 
will be the 
exclusive 
manufacturer 
of black-border cards in both 
limited and unlimited versions 
(which will be differentiated by 
a special icon appearing on the 
face of the cards). These cards 
will be available only to the 
specialty market. 

Meanwhile, we have set 
into place a strategic alliance 
with Parker Brothers on this 
product as well. Don’t worry, 
we [Decipher] are also protect¬ 
ing the specialty market with 
this product! Parker Brothers 
will manufacture and sell only 
white-border unlimited cards. 
The Parker Brothers cards will 
be produced in two versions: 1) 
a two-player game with the 


same cards in every box, 
and 2) an eight card 
Expansion Pack. This eight 
card Expansion Pack 
will have one rare 
card for every 2 packs 
(on average), while 
Decipher’s 15 card 
Expansion Pack will 
have one rare card in 
every pack! 

Important note: The 
Parker Brothers’ eight card 
Expansion Pack will have 
a retail price of $1.50, 
while Decipher’s 15 card 
Expansion Pack will have 
a $3 retail price. The per- 
card price will be the 
same in the mass market 
as it is in the specialty 
market! 

Decipher will be int¬ 
roducing the black bor¬ 
dered cards 6 weeks 
ahead of any Parker 
Brothers release. Our First 
release is scheduled for 
Aug/Sept, of 1 995. 




[Official release] 

Decipher has signed a 
new strategic alliance 
agreement with Parker 
Brothers to distribute a 
Two-Player white-border 
ST:CCG game to the mass 
market. I know what 
you’re thinking! But, 
please hear me out. This 
is a great plan, and it will 
increase your sales of 
Expansion Packs! Parker 
Brothers will not be selling 
60-card starters sets or 
15-card expansions sets 
for Star Trek , nor will they 
be selling black-border 
cards. Since the ST:CCG 


FOR INTERNAL USE ONLY! 

These games are Coming Soon ... 

Atlas/Trident Games: On The Edge Standard Edition 
Black Dragon Press: Tempest of the Gods (Jane) 

Cactus Game Design: Redemption 

Card Sharks: Super Deck! Expansion 

Cardz Distribution: Hyborian Gate Card Game (June) 

Columbia Games: Dixie: Shiloh Expansion (May) 

Companion Games: New Empires (Mar) 

Daedalus Games: Shadowfist (June) 

Decipher Games: Star Trek:TNG Warp Pack (Apr) 

Star Trek:TNG Alternate Universe (June) 

Star Wars CCG (Aug/Sept) 

Star Trek:TNG QrContinum (Fall ‘95) 

Star Trek:TNG Holodeck Adventures (Dec 95) 
Dementia 7: Apocryphy (July) 

FPG: Guardians (Aug) 

Heartbreaker/Target AB: Doomtrooper : Inquisition (Apr) 

Doomtrooper-Dutch Translation (Mar) 
The Crow CCG (Summer ‘95) 
Goldeneye CCG (Summer ‘95) 

Super Nova CCG (Fall ‘95) 

Horizon Games: TEA (3 releases) (Apr, Aug , Dec, J 
Isomedia: Legends of the Five Rings (Aug) 

Marvel: Wolverine 
X-Men 

Captain America 
Spiderman 
TEA (2 releases) 

Mayfair Games: SimCity — The Card Game (May) 

New Millenium: Eattlelords of the 23rd Century (]uly) 

Parker Brothers: Star Trek:TNG CCG 2-Player Set 
Star Wars CCG 2-Player Set (Dec) 

Starbur Productions: Power Cards (Feb) 

Steve Jackson Games: \lluminati:NWO Unlimited 

Illuminati Factory Set (Apr) 

Thunder Castle Games: Highlander (Mar) 

Towers in Time: Greek (Apr) 

TSR: Elood Wars Expansion: Rebels & Reinforcements (Mar) 
Spellfire: Artifacts (Apr) 

Elood Wars Expansion: Factols & Factions (Jun) 

Spellfire: Powers (Aug) 

Elood Wars Expansion: Powers & Proxies (Aug) 

Dragon Dice Collectible Dice Game (Aug) 

Ultimate Games: Ultimate Combat! (Mar) 

U.S. Games Systems: Wyvern Limited Edition (Apr) 

Wyvern Expansion (May) 

Valkyrie Games: Moons Of Khadar duly/Aug) 

White wolf Game Studios: Rage (May) 


Wizards of the Coast: 


M:TG 4th Edition (Apr/May) 
Magic: Ice Age Expansion (May/June) 
Magic: Chronicles (Aug) 

Vampire: The Eternal Struggle (Aug) 
Vampire:TES Dark Sovereigns (Aug) 




























Well, you’re just gonna 
have to do it all over. 


Get in on the ground floor with this new 
and exciting Collector Card Game. 
Don't Miss Out. 


54 card deck $6.95 • 8 card pack $1.45 
Greek Edition Soon To Be Available 


To order: 

(816) 363-9363 

Thunder Castle Games • P.O. Box 11529 
Kansas City, MO 64138 
Dealer & Distributor orders welcome 


jj& ©1995 Towers in Time and the Towers in Time Logo 

are Trademarks of Thunder Castle Games. 

All Rights Reserved. For more information on our games and gaming products, write to: 
Thunder Castle Games, P.O. Box 11529, Kansas City, MO 64138 or call (816) 363-9363. 
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[product sold by 

■Parker Brothers 

[ will be different, but compatible, with 
■Decipher products, we expect to increase 
[the number of players and bring new fans 
| to the genre. The 

[two-player game is designed to educate 
[players so they “discover” what is happen¬ 
ing with all retailers. This should make 
|ST:CCG larger for everyone’s benefit. 

This game is designed for first-time 
[players and will contain two, presorted 60- 
card decks...ready to play right out-of-the- 
[box... one Federation deck and one Klingon 
[deck. Each box will contain the same 
[decks, so there will be no need for multiple 
[purchases. Common cards will be the only 
[cards in the box (no rare or uncommon and 
I the game will retail for about $15-20. As a 
[result of this, we have designed about two 
[dozen new common cards, including twelve 
[new mission cards (all of these cards will 
[appear in later expansion sets with black 
[borders sold only by Decipher). This two- 
] player game will be available 
[for the specialty market through Decipher. 

| We will design all the cards and packaging 
[for this product and maintain creative con¬ 
trol (with Paramount, of course). But there 
[is more...And this is really exciting. Each 
[box will contain an 
[additional white 
| bordered 
| card...designed to 
|be cool, but not 
| killer powerful...so 
[if your friend gets 
|one and you 
| don’t, they 
[won’t kill you 
[in your next 
[game.. .well 
[not for this 
[ reason any- 
(way). This 
[card will 
[change 
[every 
300,000 
|games or so 
[ (and the boxes will be 
[marked accordingly so you can tell 
[what card is inside). Once an edition is 
[sold, the additional card inside will go out 
[of print and another card will take its place. 
■Decipher will later add these cards to 
[black-border expansion sets for the benefit 
I of collectors. 


The first additional card planned will be 
a Next Generation version of Spock! 



DECIPHER INC . 

(I MILLION CARD 
‘WAltP PACK’ 
GIVEAWAY 


[Official release] 

If there is a main criticism of ST:CCG, it is 
distribution. We recognize this. Our random 
packaging method means it isn’t 
always easy for newcom¬ 
ers to purchase a few 
Starter Sets and get the 
basic cards they need to 
play. For example, players 
have difficulty getting mis¬ 
sions and outposts to start. 

Compounding this problem is 
the quick way cards are 
snapped up by collectors. The 
two-player game (see below) was 
our intended solution, however, 
since the release date for this prod¬ 
uct will be later than expected, we 
decided to attack this problem indi¬ 
rectly and reward our players. The 
result...we created a 12- 
card mini-starter set called 
a WARP PACK . 

A Warp Pack will enable 
gamers to start playing at “warp 
speed”. It will include white- 
border cards of seven missions 
covering all affiliations, a new 
non-aligned outpost which any 
affiliation can use and a few other 
new cards for everyone to enjoy 
(whether you are new to the game or 
an existing player). While we could 
have sold this product, the best part 
is...we decided to reward players and 
retailers for their patience with us by 
GIVING THE PACKS AWAY FREE! That’s 
a million dollars in cards at retail. WE 
will be allocating these cards to you 
based on past sales. Look for these Warp 
Packs in April. 

ALL WARP PACKS CONTAIN THE SAME 
INDIVIDUAL CARDS. We are asking cus¬ 
tomers to limit themselves to one free Warp 
Pack , so all interested players can get a set. 
Of course, everyone is on the their honor to 


take only one, but the cards are common 
cards and thus will be easy to acquire. 

However, to make the Warp Packs exciting, 
we included five new white-border cards 
that will be seen later in upcoming white- 
border and black-border expansion sets. 

For collectors, it will always be our policy 
to produce black-border versions of any 
new cards. The new cards are tentatively 
titled: Non-Aligned Outpost, Sensitive 
Search Mission, Countermanda, Yellow 
Alert, and last but not least. ..Scotty! 

On average, retailers will initially be 

provided with about seventy- 
two Warp Packs to give 
away to existing customers, 
and any new customers 
purchasing a 60-card 
starter set. If players 
can’t get a Warp Pack 
from your retailer, don’t | 
worry, Decipher will be 
giving them away at 
trade shows and 
ANYONE...yes ANY¬ 
ONE...can get a free 
Warp Pack by 
sending a 
handwritten, self- 
addressed 
stamped enve¬ 
lope to: Decipher jp|? 
Inc., ‘Tree Warp Pack 
Offer/* 253 Granby Street, Norfolk, VA ||f| 
23510-1813. 




[Official release] 

Beginning mid-1995, Decipher will start 
shipping expansion sets for ST:CCG. All 
expansionsets will be sold in an initial (Iim-I 
ited edition) black-border version which 
will be followed, in a matter of weeks, by 
an (unlimited) white-border version of the | 
same cards. White-bordered cards will 
have multiple print runs. This way new 
players will have access to cards no matter 
when they “get into the game”. All the 
cards in the expansion sets will play with 
the existing universe of cards, but some 
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Antiquities 


Antiquities 

(Expansion Set 
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Call for availability and pricing 
on Magic, Jyhad, Ice Age, 
StarTrek, MERP, On The Edge, 
and other games coming to 
your Multiverse !!! 


1 /8001900-GAME 

4 2 6 3 

FREE SHIPPING! 





















cards will add new 
elements to the 

gameplay. The first three expansion sets 
will contain a universe of approximately 
121 cards each, sold in 15-card expansion 
packs. There will be common, uncommon 
and rare cards. To get you excited, here’s 
some teaser information 
on our present plans: 

[ALTERNATE 


UNIVERSE 

The first expansion 
set will be titled, 

Alternate Universe. 

About twenty-five to 
thirty percent of these 
cards will be people and things which 
appeared in Next Generation, but 
were...not from this uni¬ 
verse.. .i.e. from 
[time travel, other 
dimensions, fan¬ 
tasies, illusions, 
etc. These cards 
will be marked with 
a new special icon 
(similar to the way 
holographic re-cre¬ 
ations are marked), 

This expansion set 
will introduce a new 
card called...a linking 
card. Let’s see, how do 
you get alternate uni¬ 
verse characters from one 
universe to another uni¬ 
verse? The answer: they 
link to the main game 
through a linking card, in 
this case via the Doorway to 
the Alternate Universe card 
(which functions like a permanent Event 
card). You will learn more about this con¬ 
cept in the future, but you can start to 
imagine the possibilities for gameplay. 

The rest of this expansion will deepen 
[the ST:CCG universe with more missions, 
[events, dilemma, interrupts, etc., providing 
[more variety, player interaction and balance 
[to the existing card types. It will also pro- 
I vide some elements that counter-balance 
[cards which, for one reason or another, 
[players presently feel are too strong. This 
[expansion has a scheduled release of june. 

Q-CONTINUUM 

Three to four months later, you will see 


Magic: The Gathering. 
Players have the option 
of playing a stand-alone i 
version or the multi¬ 
player version where 
they can duel other wiz¬ 
ards online. 

We’ve heard 

that in the online version 
each player will start 
with 160 cards and that 
a player then can trade 
and win cards to 
improve his deck with up 
to 1000 other online players. 


and 


Dilemmas. Some interesting, 
new gameplay elements hap¬ 
pen in this set too. We have a 
concept (code named: 
Farpoint) which will allow 
players to initiate a Qrgame 
to the side of an existing 
game. This concept is now 
in development so we will 
see if it makes it 
into this set or 
if it will appear 
later in 


keep some secrets. .. 

[Official release] 

From Microprose, the software company 
who brought you the classic Civilization 
and the current hit, Master of Magic, comes 

IICkD PROSE 


the second expansion set titled Q- 
Continuum. About forty percent of these 
cards will be 
(^related, 
with various 
Events, 

Interrupts 


another form. 

HOLODECK ADVENTURES 

Three to four months after that, you 
will see a third expansion set titled 
Flolodeck Adventures. This set will also 
contain some new gameplay elements and 
a new linking card...a Holodeck Door card. 
Imagine what you can do INSIDE a 
holodeck. The cards will contain new holo¬ 
graphic re-creations, new ways to use 
these cards, and other exciting things. For 
now, we will leave the rest to your imagina¬ 
tion. 

There are many other ST:CCG cards 
currently in development too, but we have 
to 
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Exhibition Place, Automotive Building,Toronto, Ontario, Cana 


A 5 DAY ^ 
TOURNAMENT 
June 2 - 4 , 1995 
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^ 2 Psychic Venom 

2 Phantasmal 
Kfefr Terrain 
mm 4 Spell Blast 
2 

Sorcerer 

2 Wall of Water 

M 2 Flight 

2 Water Elemental 

M RED 

20 Mountain 
1 Shivan Dragon 
2 Dragon Whelp 
2 Roc of Kher Ridges 
^M 4 Lightning Bolt 
m 1 Rock Hydra 
W 3 Mons Goblin Raiders 
f 4 Goblin Hero 
' 4 Goblin Grenade 
4 Disintegrate 
3 Fireball 
1 Fire Elemental 

1 Earth Elemental 

2 Firebreathing 
1 Wall of Fire. 

M. Dowd 
Holliston, MA 


M:TG for about 6 months now 
and I am pretty much addicted j 
to it. I play every color except 
red. Here are some combos for 
the kids at home. 

Force of Nature, & 

CoP:Green, Lord of the Pit & 
CoP:Black, Ebon Praetor & 
Breeding Pit, Unsummon & 
Amnesia. (I know they’re obvi¬ 
ous but some people just don’t 
think of them.) 

I also play Spellfire which I 
like a lot. I’m sick of people 
comparing it to M:TG though, 
as they are totally different. 

M:TG is a much more in-depth 
game, whereas Spellfire is good 
when you don’t feel like think¬ 
ing too much (no offense to 
anyone). Keep up the Great 
Work! 

C. Hughes 
Bethel, CT 


Dear Scrye, 

I think your magazine is 
great - I usually end up reading 
it instead of doing my home¬ 
work. Here are some good com¬ 
bos you might want to try: 

1. Cast Festival on your oppo¬ 
nent’s turn, then cast Siren’s 
Call (takes care of all of your 
opponent’s creatures). 

2. Cast an Aisling Leprechaun 
and throw Green Ward on him, 
then Howl from Beyond him. 

3. Breeding Pit and Soul 
Exhange. 

4. My favorite when someone 
Fireballs you, cast Eye for an 
Eye then Reverse Damage. 

B. Snide 
Peru, NY 


teenager 
couldn’t 
afford. I find 
these high- 
priced 
decks 

frustrat- i 
ing and M 
I’m M 

sure Ml 
many 


other 

readers do 

also. Keeping this in 
mind, my brother, my neighbor 
and I have each developed a 
low-budget deck in three differ¬ 
ent colors. Playing against the 
other two decks, my white deck 
wins about 70-75% of the time. 
So, for all those people who 
don’t have a few thousand dol¬ 
lars in loose change to buy 
expensive decks, I hope you 
enjoy our decks. 

WHITE 

i 20 Plain 
L 4 Wall of Swords 
A 3 Reverse Damage 
4 Samite Healer 
4 Holy Strength 
1 Castle 

1 Hand of justice 
4 Serra Angel 

2 Crusade 

3 Mesa Pegasus 
2 Blessing 

2 Wrath of God 
2 Combat Medic 

BLUE 

16 Island 

2 Mahamoti Djinn 

2 Vesuvan Doppleganger 

4 Clone 

3 Counterspell 

4 Power Sink 


Dear Scrye, 

I am happy that you are 
now publishing the fabulous 
Scrye mag every month because 
I love reading about the new, 
exciting games that companies 
are bringing out. I am person¬ 
ally waiting for the game, 
Wyvern. I am into dragons and 
hope that this will be a very 
challenging game. Anyway, here 
are some killer combos: 

War Barge & Merfolk 
Assassin, Bodyguard & 
Regeneration Creature Bond, 
Siren’s Call, Festival, Tormod’s 
Crypt, Dwarven Warriors & The 
Fallen Word of Binding, 4 Instill 
Energy on Royal Assassin 
Sorceress Queen & Lightning 
Bolt (Use Sorceress Queen 
when opponent attacks, L.B 
creature). 

Night Soil (yes, Fallen 
Empires) and sacrifice oppo- 


Dear Scrye, 

Your magazine is great! It is 
really informative and very 
interesting. I have been playing 




Dear Scrye, 

I am writing from a small 
town in Massachusetts where 
the Magic: The Gathering craze 
is dying down, but not in my 
neighborhood. The decks in 
your magazine are multi-million 
dollar decks that a normal 


Tap to destroy an Efreet or Djinn 
“l$? madt tempestuous winds 
obedient to Sobtnon . . . And many ( 
the deinb We aho made obedient m 
him A — The Qur'an , 21:81 


111 tin. Eooit 
















nent’s creature Deep Spawn & 
Library of Leng, Lord of the Pit 
& The Hive, Lure & 

Regeneration, Thicket Basilisk & 
Unstable Mutation on oppo¬ 
nent’s creature, then Jandor’s 
Saddle-bags or Maze of Ith if 
1^1 opponent attacks. Season of the 
Witch & plenty of Walls, Royal 
Assassin & El-Hajjaj, Howl 
from Beyond & Dwarven 
Warriors. 

N. Onken 
Calahasas Hills, CA 


Dear Scrye, 

I borrowed a copy of issue 
#3 from my friend (Hi Alex) and 
now I’m hooked. When he got 
issue #4, I borrowed that too. I 
would just like to say that I 
think you guys are doing a 
super job! 

Magic is probably the 
hottest thing to sell in our town 
| (Little Compton, R.I.) since 
Superman #75!!! My friends 
I and I have our own league and 
are continually finding new 
players to share a friendly game 
(or tournament) with. We have 
organized several tournaments 
with the prize of being slightly 
feared by players. 

We also trade a lot within 
I the group and outside of it. 1 
1 out of 5 students at our school 
| play Magic and on our bus 1 
out of 2 kids play Magic! 

I My friends and I 
have devised some 
particularly nasty 
| combos: 

1) Marsh Viper and 
Dwarven Warriors. 

Use the Dwarven 

1 Warriors (makes a 
creature with 
power no greater 
than 1 unblock- 
I able until the end 
I of turn) on the 
Marsh Viper (if 
it attacks and is 
not blocked, 

I put two poison 
counters on 
opponent, if 
opponent has 10 poison 
counters game is over) to end 
1 the game in five turns after 
summoned. 

2) Ebon Praetor and the 


Breeding Pit. Using the Thrulls 
produced by the Breeding Pit or 
give Ebon Praetor + 1/0 every 
turn. 

3) Bottle of Suleiman and Circle 
of Protection: Artifact. You 
can’t lose with this combo. 

There is a store in the area 
that is hiking up prices on 
Magic. They have packs of 
Legends for $40.00! Other 
prices are high too. They say 
they can’t get anymore cards 
in, but every two weeks there is 
another box on the shelf and a 
high price tag. I beg Richard 
Garfield and Wizards of the 
Coast to do something about 
this. 

On the other hand, a store 
in my area has still never raised 
the prices of their packs. I wish 
there were more stores like this. 

Thanks for a great maga¬ 
zine. 

/. Shaw 
Little Compton, R.I. 


Dear Scrye, 

I just picked up Scrye #5 for 
the Star Trek:TNG price guide. 
Little did I know the wealth of 
information contained in this 
issue. I must admit I am 
impres-sed, but I didn’t write to 
pat you on the back. 

I first started playing col¬ 
lectible card games when Magic 
first came out and I stuck with 
it for almost a year. 
Unfortunately, Wizards of the 
Coast saw that 
they 
had 

found a 
hole in 
the game 
playing 
market. 
Soon they 
had 

immersed 
their market 
with expan¬ 
sion this and 
expansion 
f that. It 
became impos¬ 
sible to keep up 
with them. As 
soon as you 

were getting comfortable with 
your new cards, BANG! there’s 
a few hundred more to learn 



how to fight with and defend 
against. Another thing I 
noticed was that a lot of the 
cards were just new versions of 
the old cards. So, I just gave up 
on Magic and wouldn’t you 
know it, as soon as did, every 
Tom, Dick and Harry/Harriet 
said ‘Hey, this new Magic game 
is cool’. 

Then, Star Trek:TNG was 
released. It sold amazingly 
fast. This is the first game that 
I actually decided to collect, but 
then I played it. WOW! This 
has got to be one of the best 
multi-player card games yet. 
The rules are easy to 
understand and 
the 

effects of 
the cards 
are straight 
forward. I 
was sur¬ 
prised to see a 
letter in the 
Four Corners 
section from a 
dealer who noted 
the limitations in 
game play. 

For all the Star 
Trek:TNG players who 
want a new way to 
play, here are a few 
multi-player variations 
which you might not have 
thought of: 

(1) Place the mission cards 
(space line) in a circle. Seems 
simple but you will find that 
people will develop territories 
and defend them vigorously. 
Don’t use ‘where no man has 
gone before, it is useless, but 
Worm holes are very useful. 

(2) Try changing the ship com¬ 
bat rules. One way that I have 
found especially fun was this: 
The first time the ship takes 
more damage than it has 
shields, its movement is halved 
as are the shields. The second 
time the shields drop (I’ll 
explain the importance of this 
shortly) and the movement is 
stopped. The third time 
destroys the ship. 

(3) Option A boarding party 
combat: When a ship’s shield 
drops, beam over boarding par¬ 
ties to finish off the crew, then 
steal the ship. (May want to 
toss out ‘Ship Seizure’ on this 


one.) Then take it back to an 
outpost, repair it, then hammer 
your opponent with his own 
ship. 

(4) Try making a single crew 
then make your deckd. 
Accomplish all of your missions 
with your main crew, then use 
your other personnel and ships 
as support. I have found that it 
works best if you limit the 
range of your support craft, 
then all of your ‘exploring’ is 
done by your main ship and 
crew. There are many varia¬ 
tions of this theme. 
Play a series of 
games and the crew 
with the most total 
points wins. Find 
ways for your 
crew to gain 
experience in 
order to 
increase their 
attributes. 
Above all, 
if your 
main 
ship and 
crew 
die, 
you 
are 

canceled. 

(5) Place the mission 
cards (space line) face down 
in a grid. When you decide to 
move, flip over the destination 
and if you don’t have enough 
movement left, end your turn in 
transit. Variations are: Shuffle 
all of the mission cards before 
placing them down. Do the 
same with the dilemmas. 

As you can see, your power 
in the universe is only limited 
by your imagination. 

Remember, sometimes to have 
the most fun you may have to 
throw the rules out or at least 
just use them as a guide. 

R. Bryce 
Littleton, CO 


Have a favorite 
card combo? 

Send your M ond 

Combos to MCB 

c/o o f 
Scrye; Inc. 

3061 7 US IIivy 19 N, 
te. 70Q, Palm Harbor 






















How TO USE THE PRICE 

Guides... 

Scrye is one of the most 
accurate and current sources of 
Game Card prices. This price 
guide was designed to address 
the needs of the novice and 
avid collector. The prices in the 
guide have been obtained from 
regional retail outlets across 
the country, to give you the 
most accurate picture of the 
current market trends, and to 
supply you with a frame in 
which your collection can be 
judged. 

Only A Guide ... 

Scrye listings are to be used 
only as a guide. Prices contained 
in the card lists do not represent 
an offer by the staff, regional 
advisor or support retailer, to buy 
or sell. 

The Numbers 

The SCRYE price system is 
based on quartiles. We give 
you three figures, not to con¬ 
fuse you but to allow you to 
see the cards which have wide 
regional ranges and the cards 
which are firmly set in a cer¬ 
tain range. 

Quartiles 

Between 1 and 100 there are 
3 quartiles: 25% 50%, and 
75%. The prices in Scrye show 
the Upper Quartile (75%) and 
the Lower Quartile (25%). The 
Scrye prices therefore represent 
the 50% range of prices (from 
25% to 75%). 25% of the 
prices were higher than the 
High Price and 25% were lower 
than the Low price. The 
Median is the true Median of 
all data collected. 

The first column, labeled 
UPPER, is the upper quartile of 
the prices that we received. 

The second column, MEDIAN, 
is the median price of the card 
and the third column, LOWER, 


is the lower quartile of all the 
prices that we received. The 
Median is similar to the aver¬ 
age but is a better representa¬ 
tion of the value because it is 
less affected by large variations 
in prices than a simple average 
would be. 

The Prices 

The Upper and Lower 
Quartiles give a good indication 
of the validity of the Median 
price. A large difference 
between the quartiles and the 
Median indicates that there is a 
considerable variation in prices 
that we received. If the Median 
figure differs greatly from the 
Upper and Lower Quartile val¬ 
ues, then the range of prices 
nationally was great. If the 
High and Low Quartiles are 
very close in price to the medi¬ 
an, then the range is very 
small. The Arrows denote a 
change in the Median price 
from the previous issue. 

Codes For 
Magic: The 
Gathering 

Color 

A: Artifact 
B: Black 

Be: Beige/Colorless 

G: Green 

Gld: Gold 

R: Red 

U: Blue 

W: White 

Rarity 

Note: Some sets are only made 
up of Uncommon and Common 
cards, in the Scrye guide type 
U1 commons are called R and 
Type Cl Commons are noted as 
U. 

C: Common 
U: Uncommon 
R: Rare 

Type 

Art: Artifact 

ACr: Artifact Creature 

C: Continuous 


DL: Dual Land 
E: Enchantment 
EArt: Enchant Artifact 
ECr: Enchant Creature 
EL: Enchant Land 
Ins: Instant 
Int: Interrrupt 
L: Land 
Leg: Legends 
LL: Legendary Land 
M: Mono (Magic) 

P: Poly 
Sor: Sorcery 
Sum: Summon 

Codes For Spellfire 

Rarity 

C: Common 
U: Uncommon 
R: Rare 

Dr Dragon 
Ev: Event 
He: Hero 
RLM: Realm 
Wr: Warrior 

Codes For Jyhad 

Rarity 

C: Common 
U: Uncommon 
R: Rare 

PoA: Political Action 
V: Vampire 

Type 

Ac: Action 

AcM: Action Modifier 

Al: Ally 

BR: Brujah 

CA: Caitiff 

Co: Combat 

Eq: Equipment 

GA: Gangrel 

Ju: Justicar 

loc: location 

MA: Malkavian 

Ma: Master 

mle: melee 

NO: Nosferatu 

oot: out-of-turn 

Pm: Pimogen 

Pn: Prince 

Po: Political 

PoA: Political Action 

Re: Retainer 


ReA: Reaction 
sk: skill 
TO: Toreador 
TR: Tremere 
Uq: Unique 
vcl: vehicle 
VE: Ventrue 
wpn: weapon 
Description 

Note: This includes the skills 

NEEDED TO USE CERTAIN CARDS, AS 
WELL AS SKILLS KNOWN BY VARIOUS 

vampires. Capitalization of any of 

THE FOLLOWING SKILLS REPRESENTS THE 
SUPERIOR USE OF THAT ABILITY. 

an: Animalism 

au: Auspex 

ce: Celerity 

do: Dominate 

fo: Fortitude 

ob: Obfuscate 

po: Potence 

pr: Presence 

pt: Protean 

th: Thaumaturgy 

Note: Capitalization of any of 

the above disciplines represents 

the superior use of that ability. 

Codes For 

STAR TREK: 

The Next 
Generation 

Art: Artifact 
Dil: Dilemma 
Equ: Equipment 
Ev: Event 
Int: Interrupt 

M-Fed: Mission - Federation 
M-K/F: Mission - Klg/Fed 
M-Klg: Mission - Klingon 
M-R/F: Mission - Rom/Fed 
M-R/K: Mission - Rom/Klg 
M-R/K/F: Mission - 
Rom/Klg/Fed 

M-Rom: Mission - Romulan 
Out: Outpost 

P-Fed: Personnel - Federation 
P-Klg: Personnel - Klingon 
P-NA: Personnel - Non-Aligned 
P-Rom: Personnel - Romulan 
S-Fed: Ship - Federation 
S-Klg: Ship - Klingon 
S-NA: Ship - Non-Aligned 
S-Rom: Ship - Romulan 








" This grading guide attempts to classify 
conditions for all of the Collectible Card 
| Game cards. A card may not exactly fit 
into any one category. It is possible to 
have a very Good/Fine card or a Near 
Mint/Mint card. Adjust the percentages as 
required, to fit a card which falls into a cat- 
| egory a half grade up or down from those 
listed below. To determine a grade, try to 
I categorize the card asking standard ques¬ 
tions: Is the card unused and is it unidenti¬ 
fiable from other similar cards? If this is 
the case, it is in fine or better condition. Is 
the card obviously used, but is still not 
easily identifiable from other similarly used 
cards and does not look heavily worn-out 
from the use it has seen? In this case it is 
probably in Very Good Condition. If the 
I card is generally worn and looks it, it is 
probably in Good or Fair Condition. SCRYE 
Card Prices are based on Near Mint 
Condition and Mint Condition cards. 


or back of the card, but none that make the 
card easily identifiable. A card in this con¬ 
dition may not be acceptable to collectors, 
but is generally acceptable for play. 80% 
of Near Mint value. 


A Mint card is an unused copy of a card 
which is perfect in every way. Rare Mint 
Condition cards in high demand may bring 
up to 120% of Near Mint price. Rare cards 
in less demand and Common and 
Uncommon cards in this condition, typical¬ 
ly bring the Near Mint price. A card in this 
condition is acceptable to collectors. 


A Near Mint card shows almost no wear. A 
few minor scratches or other marks may 
appear on the back of the card or there 
may be less than three slight marks on the 
card’s edges. A card in this condition is 
generally acceptable to collectors. 100% of 
card value. 

VERT FINE 

I A card that has obviously been played, but 
! shows almost no wear. It may have several 
! very light marks or scratches on the back 
i of the card which are visible up close. The 
card may also have slight marks on the 
edges, with no full edge showing white 
| wear marks on either face. A card in this 
l condition may be acceptable to collectors. 
90% of Near Mint value. 


| A Fine card will show less than 1/16 inch 
| depth of white along one or two edges on 
| one face of the card. The card may also 
have minor scratches or marks on the front 


A Fair Condition card shows major wear 
marks over the entire back of the card, with 
about half the back face showing areas of 
white. All four edges show white on both 
faces and the card may have several minor 
creases, one or more of which is clearly 
visible. Also, any card which has been 
marked by an owner or can be identified 
easily by a crease or severe wear mark 


from the rear of the card. Cards of this 
condition or less are generally only usable 
as proxy cards, if permitted by the other 
players. 20% of Near Mint value. 


A Very Good Condition card will show less 
than 1/16 inch depth of white along one or 
two edges on both sides. The back is a 
solid color, other than the edges. The back 
of the card may have a few scratches, but 
shows no wear marks on the back or front 
other than where the white is shown. The 
card may have a minor crease which is 
only visible up-close. A card in this condi¬ 
tion is usually unacceptable to collectors, 
but is generally acceptable for play, if it is 
not easily identifiable from other cards in 
the same playdeck. Cards in Very Good 
Condition may also have a few small black 
marks that can be easily cleaned. 75% of 
Near Mint value. 


A Good Card will have white showing on 
three or four edges on both faces. The 
card may also have more than 1/16 inch of 
white showing on an edge on the back face 
of the card. It may also have wear marks 
on the back or front of the card where 
white shows through and a minor crease 
which is visible up-close. A Good 
Condition card can also be a card which 
would otherwise be considered Near Mint 
or Very Fine but has a distinguishing wear 
feature, such as a slight tear, a very identi¬ 
fiable major crease, less than 1/8 inch, or a 
dent on an edge visible from a distance. It 
may also have permanent black marks from 
dirt. A card in Good Condition will ordi¬ 
narily be acceptable to collectors until a 
better condition card is obtained. A Good 
Condition card is only acceptable for play if 
it cannot be easily identified from the other 
cards in the playdeck, however, it may be 
usable as a proxy card, if permitted by the 
other players. 50% of Near Mint value. 


This card shows wear marks over the entire 
back and possibly the front of the card. All 
four edges show white on both sides and 
there may be several major creases from a 
fold in the card or other defects which are 
easily visible. Parts of the card may be 
missing. 5% of Near Mint value. 

FACTORY' MISPRINTS 

Factory Misprint cards should be consid¬ 
ered valuable by their oddity alone. 
Condition will play a factor in the col¬ 
lectibility of the misprint cards, but their 
value is unrelated to the particular card 
involved (e.g. A Factory Misprint of a 
Orcish Oriflamme may have a value far less 
or far greater than the standard value). 
Some collectors will consider a misprinted 
card to fall into the Poor Condition catego¬ 
ry, others may highly value these oddities 
above Near Mint. 


Error Cards display errors which occurred 
in their design before being printed (e.g. In 
Magic: Legends the card rathi Beserker, 
should have read Aerathi Berserker). These 
cards have mistakes in them which may be 
corrected in future printings (e.g. Alpha 
card errors were corrected in the Beta 
printing for Magic: The Gathering). Since 
all of the cards of that particular print run 
have the same errors, the value is not likely 
to be affected until the error is corrected in 
a later edition. Thus, an Error Card may 
have the same value as a similar condition 
non-error card or may have a far greater 
value if there is a corrected card in circula¬ 
tion. 


AUTOGRAPHED CARDS 


Autographed Cards fall into the gray area. 
Autographs can increase or decrease the 
value of a card. Some collectors consider 
Autographed Cards defaced. Others collect 
only autographed cards. While some auto¬ 
graphs can increase the value of a card 
above Mint, some collectors consider an 
Autographed Card to be in Poor Condition. 


ISpecial thanks to /. Bradford & /. Creschler for their help in preparing this guide.] 
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U 
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U 
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B 
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G 
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Disenchant 
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R 
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R 

ECr 

C 


5.00 

4.00 

* 

88.75 

70.00 

* 

3.00 

3.00 


4.00 

4.00 

* 

10.00 

10.00 

t 

11.50 

10.00 

t 

15.00 

15.00 

t 

15.00 

13.00 

t 

14.75 

13.00 

* 

19.50 

18.00 

t 

13.50 

12.00 

t 

5.00 

4.50 

t 

18.75 

15.00 

t 

1.50 

1.00 


35.00 

25.00 

* 

15.00 

14.00 

t 

6.00 

5.00 

t 

250.00 

200.00 

t 

5.00 

5.00 

t 

3.40 

2.50 

t 

60.00 

47.00 

t 

17.00 

13.00 


1.10 

1.00 


3.00 

2.50 

* 

5.00 

4.50 

* 

13.00 

13.00 

* 

3.80 

3.00 

* 

15.00 

13.00 

t 

4.00 

4.00 

* 

5.00 

5.00 

* 

6.00 

6.00 

* 

82.50 

77.50 

* 

10.00 

9.00 

* 

1.20 

1.00 


1.20 

1.00 


1.60 

1.00 


1.20 

1.00 


14.25 

12.00 

t 

6.00 

5.00 

* 

15.00 

15.00 

* 

17.50 

14.00 

* 

4.00 

3.00 

* 

10.00 

10.00 


5.00 

5.00 

* 

4.20 

3.50 

t 

15.00 

12.00 

* 

12.00 

10.00 

t 

7.00 

5.30 

t 

2.00 

1.60 

* 

1.60 

1.20 

* 

18.00 

14.00 

t 

4.00 

4.00 

* 

4.00 

4.00 

* 

83.75 

70.00 

t 

1.70 

1.30 


11.50 

10.00 


1.70 

1.30 

* 

5.00 

4.00 

t 

10.00 

9.00 

t 

10.00 

9.00 

t 

24.00 

21.00 

t 

7.50 

6.00 

t 

13.75 

12.00 

t 

2.00 

2.00 

t 

2.00 

2.00 

* 

10.75 

10.00 

t 

6.00 

6.00 

* 

1.60 

1.00 


12.25 

11.00 

t 

1.20 

1.00 


14.50 

12.00 

t 

1.40 

1.00 


4.00 

4.00 

t 

1.00 

1.00 



Sor 

R 

13.00 

12.00 

* 

Sum 

R 

16.00 

15.00 

t 

EL 

U 

3.40 

3.00 


Ins 

C 

10.00 

8.00 

t 

E 

R 

10.00 

10.00 

t 

E 

R 

10.75 

9.00 


ECr 

C 

1.00 

1.00 


EE 

U 

4.00 

4.00 

* 

Sum 

U 

4.80 

4.00 

t 

Sor 

C 

2.00 

1.80 

t 

ECr 

C 

1.00 

1.00 


Sor 

U 

4.00 

3.50 

* 

ECr 

C 

1.00 

1.00 


Ins 

C 

1.20 

1.00 


Sum 

R 

28.25 

25.00 


P 

R 

95.00 

80.00 

* 

L 

C 

0.50 

0.50 

t 

L 

C 

0.50 

0.50 

* 

Int 

R 

20.00 

17.50 

t 

Sum 

C 

1.00 

1.00 


Sum 

R 

17.25 

14.50 

t 

Sum 

R 

24.00 

20.00 


C 

R 

100.00 

85.00 

t 

Ins 

C 

1.00 

1.00 

* 

Sum 

C 

1.00 

1.00 

t 

M 

U 

4.70 

4.00 

* 

E 

U 

5.00 

4.50 

* 

Sum 

U 

4.00 

3.50 

t 

Sum 

R 

20.00 

17.50 

* 

Sum 

R 

15.00 

14.50 

t 

Sum 

C 

1.20 

1.00 


E 

U 

3.00 

2.00 


Sum 

C 

1.20 

1.00 


Ins 

C 

1.00 

1.00 


Ins 

C 

1.30 

1.00 


M 

R 

13.00 

12.00 

t 

Sum 

C 

1.60 

1.00 


ECr 

C 

1.30 

1.00 


ECr 

C 

1.30 

1.00 


Ins 

C 

1.20 

1.00 


C 

R 

15.00 

13.00 

* 

Sum 

C 

1.20 

1.00 

t 

Sor 

U 

4.00 

4.00 

t 

Sum 

U 

6.80 

6.00 

t 

Sor 

U 

1 7.50 

15.00 

* 

M 

U 

76.25 

71.50 

t 

P 

R 

70.00 

50.00 

* 

ECr 

U 

5.00 

5.00 

* 

ECr 

C 

10.25 

8.00 

t 

P 

U 

4.80 

3.00 

t 

Sum 

C 

6.30 

4.00 

t 

Sum 

C 

1.20 

1.00 


E 

R 

14.75 

13.50 

t 

L 

C 

0.50 

0.50 

t 

L 

C 

0.70 

0.50 

* 

P 

U 

3.40 

3.00 


P 

R 

12.75 

11.00 

t 

M 

U 

16.00 

15.00 

t 

M 

R 

12.00 

11.25 

* 

ACr 

U 

6.10 

5.00 

t 

Ins 

C 

1.20 

1.00 


E 

U 

6.00 

5.00 

t 

Sum 

U 

7.60 

6.00 

t 

C 

R 

11.75 

10.00 


EL 

R 

10.75 

10.00 

t 

ECr 

U 

4.80 

4.00 

t 

Sum 

U 

4.80 

3.00 

t 

C 

U 

4.00 

4.00 


E 

R 

80.00 

70.00 

t 

E 

U 

4.10 

3.70 

t 

Int 

R 

10.00 

9.00 

t 

E 

U 

4.00 

4.00 

t 

Ins 

C 

2.10 

1.30 

t 

EArt 

R 

16.50 

12.00 

t 


12.00 

12.00 

3.00 

6.00 

10.00 

9.00 

0.70 

3.20 
4.00 
1.00 
0.70 
3.00 
0.70 
1.00 

25.00 

70.00 

0.50 

0.50 

16.00 

0.70 

12.00 

18.50 

73.25 
0.70 
0.70 

2.90 
4.00 
3.00 

15.25 
13.00 

0.70 

2.00 

0.70 

0.70 

0.70 

10.00 

0.70 

0.70 

0.70 

0.70 

11.75 

0.70 

3.00 

4.40 

13.00 

50.00 

45.00 

4.00 

7.80 

3.00 

3.60 

0.70 

12.25 
0.50 
0.50 
2.00 

10.00 

15.00 

10.00 

4.30 

0.70 

5.00 

3.90 
10.00 

9.20 
3.60 
3.00 
3.60 

50.00 

3.00 

8.00 

3.00 

1.00 

10.00 







mm* 



M 








imamm 


rimm 


I Living Lands 

G 

EL 

R 

13.50 

11.50 * 

10.00 

Sedge Troll 

R 

Sum 

R 

16.00 

15.00 * 

13.25 

f Living Wall 

A 

ACr 

U 

5.00 

4.00 

4.00 

Sengir Vampire 

B 

Sum 

U 

9.50 

7.00 * 

6.60 . 

I Llanowar Elves 

G 

Sum 

C 

1.10 

1.00 

0.80 

Serra Angel 

W 

Sum 

U 

15.00 

15.00 f 

12.00 

[ Lord of Atlantis 

U 

Sum 

R 

19.50 

17.50 * 

13.00 

Shanodin Dryads 

G 

Sum 

C 

1.00 

1.00 

0.80 

1 Lord of the Pit 

B 

Sum 

R 

25.00 

21.50 * 

20.00 

Shatter 

R 

Ins 

C 

1.00 

1.00 

0.50 

Lure 

G 

ECr 

U 

5.00 

5.00 * 

4.80 

Shivan Dragon 

R 

Sum 

R 

45.75 

40.00 * 

39.25 

t Magical Hack 

U 

Int 

R 

15.00 

13.00 * 

11.75 

Simulacrum 

B 

Ins 

U 

3.80 

3.00 f 

3.00 | 

I Mahamoti Djinn 

U 

Sum 

R 

20.00 

16.00 * 

15.25 

Sinkhole 

B 

Sor 

C 

12.00 

8.00 * 

8.00 j 

1 Mana Flare 

R 

E 

R 

14.50 

12.50 * 

12.00 

Siren’s Call 

U 

Ins 

U 

3.80 

3.00 * 

2.60 | 

I Mana Short 

U 

Ins 

R 

15.00 

14.50 * 

12.50 

Sleight of Mind 

U 

Int 

R 

14.50 

12.00 f 

12.00 

1 Mana Vault 

A 

M 

R 

11.75 

10.50 * 

10.00 

Smoke 

R 

E 

R 

11.00 

11.00 * 

10.25 

| Manabarbs 

R 

E 

R 

10.75 

10.00 

10.00 

Sol Ring 

A 

M 

U 

7.50 

5.50 * 

4.30 

1 Meekstone 

A 

C 

R 

13.75 

12.00 * 

10.50 

Soul Net 

A 

P 

U 

4.00 

4.00 

4.00 

I Merfolk of the Pearl Tr 

U 

Sum 

C 

1.10 

1.00 

0.80 

Spell Blast 

U 

Int 

C 

2.00 

1.00 

1.00 

I Mesa Pegasus 

W 

Sum 

C 

1.30 

1.00 

0.80 

Stasis 

U 

E 

R 

12.50 

10.00 f 

10.00 

I Mind Twist 

B 

Sor 

R 

13.00 

12.25 f 

12.00 

Steal Artifact 

U 

EArt 

U 

4.80 

4.00 f 

3.50 

1 Mons’s Goblin Raiders 

R 

Sum 

C 

1.00 

1.00 

0.80 

Stone Giant 

R 

Sum 

U 

3.80 

3.00 f 

2.50 

Mountain Blue 

R 

L 

C 

0.80 

0.50 * 

0.50 

Stone Rain 

R 

Sor 

c 

2.00 

2.00 * 

1.00 j 

1 Mountain Brown 

R 

L 

C 

0.80 

0.50 * 

0.50 

Stream of Life 

G 

Sor 

c 

1.00 

1.00 

0.80 

1 Mox Emerald 

A 

M 

R 

125.00 

120.00 f 

100.00 

Sunglasses of Urza 

A 

C 

R 

12.00 

12.00 * 

11.25 

I Mox Jet 

A 

M 

R 

125.00 

120.00 * 

100.00 

Swamp High Branch 

B 

L 

C 

0.50 

0.50 * 

0.50 

1 Mox Pearl 

A 

M 

R 

125.00 

120.00 * 

100.00 

Swamp Low Branch 

B 

L 

C 

0.50 

0.50 f 

0.50 

1 Mox Ruby 

A 

M 

R 

125.00 

120.00 f 

100.00 

Swords to Plowshares 

W 

Ins 

U 

4.80 

4.00 * 

3.60 

I Mox Sapphire 

A 

M 

R 

125.00 

120.00 f 

100.00 

Taiga 

G/R 

DL 

R 

19.50 

15.00 * 

13.50 j 

I Natural Selection 

G 

Ins 

R 

55.00 

50.00 * 

40.00 

Terror 

B 

Ins 

C 

2.00 

1.60 * 

1.00 

I Nether Shadow 

B 

Sum 

R 

11.00 

10.00 * 

9.60 

The Hive 

A 

M 

R 

14.50 

13.00 * 

12.25 j 

I Nettling Imp 

B 

Sum 

U 

5.00 

4.50 f 

3.80 

Thicket Basilisk 

G 

Sum 

U 

7.50 

5.90 * 

5.00 j 

1 Nevinyrral’s Disk 

A 

M 

R 

17.25 

12.50 * 

12.00 

Thoughtlace 

U 

Int 

R 

10.00 

10.00 * 

9.40 | 

1 Nightmare 

B 

Sum 

R 

25.75 

25.00 * 

20.75 

Throne of Bone 

A 

P 

U 

3.80 

3.00 * 

3.00 

I Northern Paladin 

W 

Sum 

R 

20.00 

18.00 * 

16.25 

Timber Wolves 

G 

Sum 

R 

12.00 

11.00 * 

10.75 

I Obsianus Golem 

A 

ACr 

U 

5.00 

4.00 f 

3.60 

Time Vault 

A 

M 

R 

75.25 

60.00 * 

55.00 

I Orcish Artillery 

R 

Sum 

U 

10.00 

9.00 * 

7.10 

Time Walk 

U 

Sor 

R 

100.00 

80.00 * 

60.00 j 

I Orcish Oriflamme 

R 

E 

U 

25.00 

16.00 * 

11.25 

Timetwister 

U 

Sor 

R 

88.75 

80.00 * 

60.00 

I Paralyze 

B 

ECr 

C 

1.00 

1.00 

0.80 

Tranquility 

G 

Sor 

C 

1.00 

1.00 

0.80 

1 Pearled Unicorn 

W 

Sum 

C 

1.10 

1.00 

0.80 

Tropical Island 

B/G 

DL 

R 

19.50 

15.50 * 

15.00 

I Personal Incarnation 

W 

Sum 

R 

16.75 

15.50 * 

15.00 

Tsunami 

G 

Sor 

U 

4.00 

4.00 * 

4.00 1 

I Pestilence 

B 

E 

C 

1.80 

1.00 

0.80 

Tundra 

U/W DL 

R 

17.50 

15.00 * 

15.00 

I Phantasmal Forces 

U 

Sum 

U 

4.00 

4.00 

3.60 

Tunnel 

R 

Ins 

U 

4.00 

4.00 * 

3.30 

I Phantasmal Terrain 

U 

Sum 

C 

1.10 

1.00 

0.80 

Twiddle 

U 

Ins 

C 

13.50 

10.00 * 

9.00 

I Phantom Monster 

U 

Sum 

U 

4.40 

4.00 f 

3.30 

Two-Headed Giant 

R 

Sum 

R 

67.00 

50.00 * 

50.00 

I Pirate Ship 

U 

Sum 

R 

12.00 

12.00 * 

11.25 

Underground Sea 

B/U 

DL 

R 

19.50 

15.00 * 

15.00 

! Plague Rats 

B 

Sum 

C 

1.10 

1.00 

0.60 

Unholy Strength 

B 

ECr 

C 

1.30 

1.00 

0.80 

* Plains No Trees 

W 

L 

C 

0.50 

0.50 * 

0.50 

Unsummon 

U 

Ins 

C 

2.00 

2.00 * 

1.00 

| Plains Trees 

W 

L 

C 

0.50 

0.50 * 

0.50 

Uthden Troll 

R 

Sum 

U 

5.00 

4.90 * 

4.50 

I Plateau 

R/W DL 

R 

20.00 

15.50 * 

15.00 

Verduran Enchantress 

G 

Sum 

R 

13.75 

12.00 

11.75 

1 Power Leak 

U 

EE 

C 

1.00 

1.00 

0.80 

Vesuvan Doppelganger 

U 

Sum 

R 

25.00 

21.25 * 

20.00 

Power Sink 

U 

Int 

C 

1.10 

1.00 

1.00 

Veteran Bodyguard 

W 

Sum 

R 

I 7.75 

15.00 

15.00 

Power Surge 

R 

E 

R 

13.50 

12.00 

12.00 

Volcanic Eruption 

U 

Sor 

R 

15.25 

14.00 * 

10.75 

t Prodigal Sorcerer 

U 

Sum 

C 

2.00 

2.00 * 

1.00 

Wall of Air 

U 

Sum 

U 

4.00 

3.50 f 

3.00 

1 Psionic Blast 

U 

Ins 

U 

13.00 

9.00 * 

8.00 

Wall of Bone 

B 

Sum 

U 

3.80 

3.00 

3.00 

j Psychic Venom 

U 

EL 

c 

2.00 

2.00 * 

1.50 

Wall of Brambles 

G 

Sum 

U 

4.40 

3.00 

2.60 

j Purelace 

W 

Int 

R 

10.00 

9.00 f 

7.80 

Wall of Fire 

R 

Sum 

U 

4.80 

3.00 

2.20 

{ Raging River 

R 

E 

R 

60.75 

45.00 f 

40.00 

Wall of Ice 

G 

Sum 

U 

4.80 

3.00 

2.20 

Raise Dead 

B 

Sor 

C 

1.00 

1.00 

0.70 

Wall of Stone 

R 

Sum 

U 

3.40 

3.00 

2.80 

l Red Elemental Blast 

R 

Ins 

C 

1.80 

1.50 f 

1.00 

Wall of Swords 

W 

Sum 

U 

5.00 

4.00 

4.00 

[ Red Ward 

W 

ECr 

U 

2.90 

2.50 * 

2.00 

Wall of Water 

U 

Sum 

U 

3.70 

3.50 * 

3.00 I 

Regeneration 

G 

ECr 

C 

1.00 

1.00 

0.80 

Wall of Wood 

G 

Sum 

C 

2.00 

1.00 

1.00 

\ Regrowth 

G 

Sor 

U 

3.00 

3.00 

3.00 

Wanderlust 

G 

ECr 

U 

4.00 

3.00 * 

3.00 

j Resurrection 

W 

Sor 

U 

3.00 

3.00 

3.00 

War Mammoth 

G 

Sum 

c 

1.50 

1.00 

0.80 

1 Reverse Damage 

W 

Ins 

R 

15.00 

14.50 * 

12.75 

Warp Artifact 

B 

EArt 

R 

10.75 

10.00 * 

10.00 

! Righteousness 

W 

Ins 

R 

15.00 

14.00 * 

12.00 

Water Elemental 

U 

Sum 

U 

3.80 

3.00 

3.00 

Roc of Kher Ridges 

R 

Sum 

R 

12.75 

11.00 f 

10.00 

Weakness 

B 

ECr 

C 

1.30 

1.00 

0.80 

Rock Hydra 

R 

Sum 

R 

22.00 

20.00 * 

18.50 

Web 

G 

ECr 

R 

12.50 

12.00 * 

10.00 I 

Rod of Ruin 

A 

M 

U 

4.00 

4.00 * 

3.50 

Wheel of Fortune 

R 

Sor 

R 

14.50 

11.00 

11.00 

| Royal Assassin 

B 

Sum 

R 

30.00 

26.00 f 

23.50 

White Knight 

W 

Sum 

U 

6.00 

5.00 * 

4.20 

Sacrifice 

B 

Int 

U 

4.40 

3.00 f 

3.00 

White Ward 

W 

ECr 

U 

3.40 

2.00 

2.00 

Samite Healer 

W 

Sum 

C 

1.00 

1. 00 

0.80 

Wild Growth 

G 

EL 

C 

1.50 

1.00 

0.80 | 

! Savannah 

G/W DL 

R 

1 7.50 

15.00 * 

13.75 

Will-O-The-Wisp 

B 

Sum 

R 

18.00 

15.50 t 

15.00 

Savannah Lions 

W 

Sum 

R 

13.75 

12.00 * 

10.00 

Winter Orb 

A 

C 

R 

12.00 

11.00 

10.25 I 

Scathe Zombies 

B 

Sum 

C 

1.00 

1. 00 

0.80 

Wooden Sphere 

A 

P 

U 

4.00 

3.00 * 

3.00 | 

Scavenging Ghoul 

B 

Sum 

U 

4.00 

4.00 f 

3.60 

Word of Command 

B 

Ins 

R 

73.75 

62.00 * 

50.00 | 

Scrubland 

B/W DL 

R 

18.00 

15.00 * 

13.25 

Wrath of God 

W 

Sor 

R 

16.25 

13.50 * 

12.75 j 

| Scryb Sprites 

G 

Sum 

C 

1.00 

1.00 

0.80 

Zombie Master 

B 

Sum 

R 

I 7.25 

15.00 f 

13.25 

j Sea Serpent 

U 

Sum 

C 

1.00 

1.00 

0.80 

TOTAL 




4345.00 

3761.65 

3250.05 


J He I 












Air Elemental 

U 

Sum 

U 

4.00 

3.50 

t 

2.90 

Elvish Archers 

G 

Sum 

R 

10.50 

9.50 

t 

8.40 

Ancestral Recall 

U 

Ins 

R 

60.00 

51.00 

* 

45.00 

Evil Presence 

B 

EL 

U 

4.00 

3.00 


3.00 

Animate Artifact 

U 

EArt 

U 

4.00 

3.00 


2.80 

False Orders 

R 

Ins 

C 

7.90 

6.00 

t 

4.80 

Animate Dead 

B 

EDCr 

U 

4.00 

3.00 

* 

3.00 

Farmstead 

W 

E 

R 

8.30 

8.00 

* 

6.50 

Animate Wall 

W 

EW 

R 

8.50 

7.50 

t 

6.00 

Fastbond 

G 

E 

R 

8.00 

8.00 

* 

7.00 

Ankh of Mishra 

A 

C 

R 

8.50 

7.30 

t 

6.50 

Fear 

B 

ECr 

C 

1.00 

1.00 


1.00 

Armageddon 

W 

Sor 

R 

12.00 

10.75 

t 

9.30 

Feedback 

U 

EE 

U 

3.30 

3.00 


2.80 

Aspect of Wolf 

G 

ECr 

R 

12.50 

10.00 

t 

9.30 

Fire Elemental 

R 

Sum 

U 

4.00 

3.00 

t 

3.00 

Bad Moon 

B 

E 

R 

12.00 

10.00 


9.50 

Fireball 

R 

Sor 

C 

1.00 

1.00 


1.00 

Badlands 

B/R 

DL 

R 

13.00 

12.00 

* 

9.00 

Firebreathing 

R 

ECr 

C 

1.30 

1.00 

* 

1.00 

Balance 

W 

Sor 

R 

10.25 

9.50 

t 

7.80 

Flashfires 

R 

Sor 

U 

3.50 

3.00 

* 

3.00 

Basalt Monolith 

A 

M 

U 

4.30 

3.50 

* 

2.80 

Flight 

U 

ECr 

C 

1.00 

1.00 

t 

1.00 

Bayou 

B/G 

DL 

R 

12.50 

12.00 

t 

9.80 

Fog 

G 

Ins 

C 

1.10 

1.00 

t 

1.00 

Benalish Hero 

W 

Sum 

C 

1.00 

1.00 

* 

0.90 

Force of Nature 

G 

Sum 

R 

20.00 

18.00 

t 

16.00 

Berserk 

G 

Ins 

u 

25.00 

19.50 

* 

17.50 

Forcefield 

A 

P 

R 

80.00 

61.00 

* 

60.00 

Birds of Paradise 

G 

Sum 

R 

12.25 

11.00 

* 

9.60 

Forest Eyes 

G 

L 

C 

0.50 

0.30 

t 

0.30 

Black Knight 

B 

Sum 

U 

5.80 

4.00 

* 

3.80 

Forest Path 

G 

L 

C 

0.50 

0.30 

t 

0.30 

Black Lotus 

A 

M 

R 

187.50 

162.50 

t 

125.00 

Forest Rocks 

G 

L 

C 

1.00 

0.50 

t 

0.30 

Black Vise 

A 

C 

U 

4.00 

3.80 

t 

2.80 

Fork 

R 

Int 

R 

16.00 

15.00 

t 

14.50 

Black Ward 

W 

ECr 

U 

3.00 

2.80 

t 

2.00 

Frozen Shade 

B 

Sum 

C 

1.10 

1.00 

* 

1.00 

Blaze of Glory 

W 

Ins 

R 

40.50 

40.00 

* 

35.00 

Fungusaur 

G 

Sum 

R 

12.00 

10.00 

* 

9.00 

Blessing 

W 

ECr 

R 

10.25 

10.00 

t 

7.00 

Gaea’s Liege 

G 

Sum 

R 

20.00 

16.00 

t 

15.00 

Blue Elemental Blast 

U 

Int 

C 

1.00 

1.00 

t 

0.90 

Gauntlet of Might 

A 

C 

R 

85.25 

75.00 

t 

70.00 

Blue Ward 

W 

ECr 

U 

3.00 

2.80 

t 

2.00 

Giant Growth 

G 

Ins 

C 

1.00 

1.00 

* 

0.90 

Bog Wraith 

B 

Sum 

U 

4.50 

3.80 

t 

2.80 

Giant Spider 

G 

Sum 

C 

1.00 

1.00 

t 

1.00 

Braingeyser 

U 

Sor 

R 

11.50 

10.00 

t 

10.00 

Glasses of Urza 

A 

M 

U 

3.00 

3.00 

* 

3.00 

Burrowing 

R 

ECr 

U 

3.00 

3.00 

t 

2.00 

Gloom 

B 

E 

U 

4.00 

3.80 

t 

2.90 

Camouflage 

G 

Ins 

U 

12.25 

10.00 

t 

8.00 

Goblin Balloon Brigade 

R 

Sum 

U 

3.30 

3.00 


3.00 

Castle 

W 

E 

U 

3.30 

3.00 


2.80 

Goblin King 

R 

Sum 

R 

15.00 

13.00 

* 

11.00 

Celestial Prism 

A 

M 

U 

4.00 

3.80 

t 

2.90 

Granite Gargoyle 

R 

Sum 

R 

11.25 

10.50 

* 

8.50 

Channel 

G 

Sor 

U 

4.00 

3.50 

t 

2.90 

Gray Ogre 

R 

Sum 

C 

1.00 

1.00 

* 

1.00 

Chaos Orb 

A 

M 

R 

68.75 

60.00 

* 

50.00 

Green Ward 

W 

E 

u 

« 3.00 

3.00 

t 

2.00 

Chaoslace 

R 

Int 

R 

9.30 

8.00 

t 

6.20 

Grizzly Bears 

G 

Sum 

c 

1.00 

1.00 

* 

0.80 

CoPtBlack 

W 

E 

C 

1.00 

1.00 

* 

0.90 

Guardian Angel 

W 

Ins 

c 

1.00 

1.00 

t 

0.80 

CoP:Blue 

W 

E 

c 

1.00 

1.00 

* 

0.90 

Healing Salve 

W 

Ins 

c 

1.00 

1.00 

t 

0.80 

CoP:Green 

W 

E 

c 

1.00 

1.00 

t 

0.90 

Helm of Chatzuk 

A 

M 

R 

11.25 

9.50 

t 

5.50 

CoP:Red 

W 

E 

c 

1.00 

1.00 

t 

0.90 

Hill Giant 

R 

Sum 

C 

1.00 

1.00 

* 

0.80 

CoP:White 

W 

E 

c 

1.00 

1.00 

t 

0.90 

Holy Armor 

W 

ECr 

C 

1.00 

1.00 

t 

0.80 

Clockwork Beast 

A 

Cr 

R 

10.00 

10.00 

t 

9.00 

Holy Strength 

W 

ECr 

C 

1.00 

1.00 

* 

0.80 

Clone 

U 

Sum 

U 

4.30 

4.00 

t 

3.00 

Howl from Beyond 

B 

Ins 

C 

1.00 

1.00 

t 

0.80 

Cockatrice 

G 

Sum 

R 

12.00 

10.50 

t 

9.50 

Howling Mine 

A 

C 

R 

10.50 

9.50 

t 

8.50 

Consecrate Land 

W 

EL 

U 

12.00 

10.00 

t 

8.50 

Hurloon Minotaur 

R 

Sum 

C 

1.00 

1.00 

* 

0.60 

Conservator 

A 

M 

U 

3.30 

3.00 

t 

2.80 

Hurricane 

G 

Sor 

U 

3.00 

3.00 

* 

2.00 

Contract from Below 

B 

Sor 

R 

8.00 

6.50 

t 

4.80 

Hypnotic Specter 

B 

Sum 

U 

5.80 

4.00 

t 

3.00 

Control Magic 

U 

ECr 

U 

4.30 

3.80 

t 

3.00 

Ice Storm 

G 

Sor 

U 

12.00 

11.00 

t 

8.50 

Conversion 

W 

E 

U 

3.30 

3.00 


2.80 

Icy Manipulator 

A 

M 

U 

60.00 

55.00 

t 

40.00 

Copper Tablet 

A 

C 

U 

11.25 

10.00 

* 

9.00 

Illusionary Mask 

A 

P 

R 

45.00 

40.00 

t 

35.00 

Copy Artifact 

U 

E 

R 

10.00 

9.00 

* 

7.80 

Instill Energy 

G 

ECr 

U 

4.00 

3.00 

* 

2.70 

Counterspell 

U 

Int 

U 

6.00 

3.00 


3.00 

Invisibility 

U 

ECr 

C 

8.00 

6.00 

* 

5.80 

Craw Wurm 

G 

Sum 

C 

1.00 

1.00 


0.90 

Iron Star 

A 

P 

U 

3.00 

3.00 

t 

2.00 

Creature Bond 

U 

ECr 

C 

1.00 

1.00 

t 

0.90 

Ironclaw Ores 

R 

Sum 

C 

5.00 

3.00 


2.80 

Crusade 

W 

E 

R 

12.00 

10.00 


9.50 

Ironroot Treefolk 

G 

Sum 

C 

1.80 

1.00 

* 

1.00 

Crystal Rod 

A 

P 

U 

3.30 

3.00 


2.80 

Island Sanctuary 

W 

E 

R 

9.00 

8.00 

t 

4.50 

Cursed Land 

B 

EL 

U 

3.00 

3.00 


2.50 

Island Blue 

U 

L 

C 

1.00 

0.50 

* 

0.30 

Cyclopean Tomb 

A 

M 

R 

62.50 

45.00 

t 

45.00 

Island Golden 

U 

L 

C 

1.00 

0.50 

* 

0.30 

Dark Ritual 

B 

Int 

C 

1.00 

1.00 

* 

0.80 

Island Red 

U 

L 

C 

2.00 

1.00 

t 

0.50 

Darkpact 

B 

Sor 

R 

8.00 

7.30 

* 

6.10 

Ivory Cup 

A 

P 

U 

3.30 

3.00 

t 

2.60 

Death Ward 

W 

Ins 

C 

1.00 

1.00 

t 

0.60 

Jade Monolith 

A 

P 

R 

9.00 

7.00 

t 

5.00 

Deathgrip 

B 

E 

u 

3.30 

3.00 

t 

2.80 

Jade Statue 

A 

M 

U 

12.00 

10.00 


10.00 

Deathlace 

B 

Int 

R 

8.00 

6.30 

t 

3.90 

Jayemdae Tome 

A 

M 

R 

9.30 

8.50 

t 

6.80 

Demonic Attorney 

B 

Sor 

R 

8.00 

6.00 

* 

4.60 

Juggernaut 

A 

ACr 

U 

4.80 

3.80 

* 

3.00 

Demonic Hordes 

B 

Sum 

R 

15.00 

15.00 

t 

14.25 

Jump 

U 

Ins 

C 

1.00 

1.00 

t 

0.80 

Demonic Tutor 

B 

Sor 

U 

5.30 

4.50 

t 

3.80 

Karma 

W 

E 

U 

4.00 

3.00 


2.80 

Dingus Egg 

A 

C 

R 

10.00 

10.00 

* 

9.00 

Keldon Warlord 

R 

Sum 

U 

5.00 

5.00 

t 

3.00 

Disenchant 

W 

Ins 

C 

1.10 

1.00 


0.90 

Kormus Bell 

A 

C 

R 

10.00 

8.00 

t 

7.50 

Disintegrate 

R 

Sor 

C 

1.00 

1.00 


0.90 

Kudzu 

G 

EL 

R 

10.00 

7.00 

t 

4.80 

Disrupting Scepter 

A 

M 

R 

8.50 

8.00 

* 

5.80 

Lance 

W 

ECr 

U 

3.30 

3.00 

* 

2.60 

Dragon Whelp 

R 

Sum 

U 

5.80 

4.50 


3.80 

Ley Druid 

G 

Sum 

U 

3.30 

3.00 

t 

2.00 

Drain Life 

B 

Sor 

C 

1.00 

1.00 

* 

0.80 

Library of Leng 

A 

C 

U 

3.30 

3.00 

t 

2.00 

Drain Power 

U 

Sor 

R 

10.00 

9.00 

\ 

8.00 

Lich 

B 

E 

R 

60.00 

55.00 

t 

42.50 

Drudge Skeletons 

B 

Sum 

C 

1.00 

1.00 

* 

0.90 

Lifeforce 

G 

E 

U 

3.30 

3.00 


2.80 

Dwarven Demolition Team 

R 

Sum 

U 

10.50 

9.00 

* 

8.00 

Lifelace 

G 

Int 

R 

7.30 

6.80 

* 

4.90 

Dwarven Warriors 

R 

Sum 

C 

1.00 

1.00 

* 

0.90 

Lifetap 

U 

E 

U 

3.30 

3.00 


3.00 

Earth Elemental 

R 

Sum 

U 

3.00 

3.00 


2.30 

Lightning Bolt 

R 

Ins 

C 

1.40 

1.00 

* 

0.90 

Earthbind 

R 

ECr 

C 

1.00 

1.00 

* 

1.00 

Living Artifact 

G 

EArt 

R 

8.50 

7.50 

* 

5.80 

Earthquake 

R 

Sor 

R 

9.30 

8.50 

* 

7.80 

Living Lands 

G 

EL 

R 

9.30 

8.00 


6.50 












CJ'S EXTRA INNINGS 

400 West Broad St., Westfield, NJ 07090 



Magic™ 
Revised Booster 


Magic™ 

Packs 


Combo 

1-12 $2.50ea 


1 Box of 

13-24 $2.25ea 

25-35 $2.00ea 


Revised Boosters 


& 1 Box of 

Sealed Box 


Fallen Empires 

$69.95 


$99.95 


Fallen Empires™ 


Out of Print 

Booster Packs 


Magic™ Booster Packs 

1-14 

$1.50ea 


Unlimited $80 ea 

15-29 

30-44 

$1.30ea 
$1.1 Oea 


Arabian 

45-59 

$0.90ea 


Nights- $65ea 

Antiquities- $25ea 

Sealed Box of 60 


Legends- $3 Sea 

$39.95 


The Dark- $ Sea 

• • •• 


Jyhad~ 

Starter Decks 
$6.95ea 

Sealed Box of 10 
$59.95 

Booster Packs 
$2.00ea 

Sealed Box of 36 
$49.95 


Wyvern 

Starter decks 
$7.95ea 

Sealed Box of 12 
$69.95 

Booster Packs 
$2.50ea 

Sealed Box of 36 
$64.95 


WE BUY 

COMPLETE MAGIC SETS 
& RARE SINGLES 


BUYING: 

Unlimited Boxes $1500.00 

Arabian Nights™ Boxes $2500.00 

Antiquities™ Boxes $ 850.00 

Legends™ Boxes $ 850.00 

The Dark™ Boxes $ 250.00 


We Carry a Complete Selection of Most 
Collectible Card Games 

Call for Availability 

Taking Pre-orders for ALL upcoming products 

fyilAQIC CENTER 


Star Trek: 

The Next Generation® 
Ltd. Black Border Ed. 

Starter Decks 
$25.00ea 

Box of 1 2 
$279.95 

Booster Packs 
$ 12,00ea 

Box of 36 
$395.00 


Star Trek: 

The Next Generation® 

Unl. White Border Ed. 

Starter Decks 
$9.95ea 

Box of 12 $89.95 

Booster Packs 
$3.0 Oea 

Box of 36 $69.95 


Magic: The Gathering is a trademark of Wizards of the Coast. Wizards of the Coast is a registered trademark. Star Trek: The Next Generation Customizable Card Game is a trademark of Decipher Inc. Star Trek: 
The Next Generation is a registered trademark of Paramount Pictures. Wyvern is a trademark of U.S. Games Systems. Jyhad is a trademark of Wizards of the Coast and White Wolf Game Studios. 


"COUPON""! 

Send This Coupon ! 
& SASE for a 

FREE ! 

Magic” Booster J 
Pack | 

Limit 1 per address 


Pre-Selling 

Ice Age 1 ” 

Starter Deck 
Box $59.95 

Booster 
Box $59.95 


Large 

Selection of 

Magic™ 

& 

Star Trek® Singles 
Available 

Fax Want List 
for Prices 


[""COUPON'l 

110% off! 

| 1 st Order for 9 

Magic 

i Single Cards j 

Limit 1 per address 

Lr w ^ v.-rz „ ^ Jj 


Mail & Phone Orders Welcome Call for Prices A Availability 

Tel: 908-518-0114 Fax: 908-518-0136 

Store: Mon-Sat 11:00 - 6:00 CLOSED SUNDAY 





























Living Wall 
Llanowar Elves 
Lord of Atlantis 
Lord of the Pit 
Lure 

Magical Hack 
Mahamoti Djinn 
Mana Flare 
Mana Short 
Mana Vault 
Manabarbs 
Meekstone 

Merfolk of the Pearl Tr 
Mesa Pegasus 
Mind Twist 

Mons’s Goblin Raiders 

Mountain Blue 

Mountain Brown 

Mountain Green Sky 

Mox Emerald 

Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 

Natural Selection 

Nether Shadow 

Nettling Imp 

Nevinyrral’s Disk 

Nightmare 

Northern Paladin 

Obsianus Golem 

Orcish Artillery 

Orcish Oriflamme 

Paralyze 

Pearled Unicorn 

Personal Incarnation 

Pestilence 

Phantasmal Forces 

Phantasmal Terrain 

Phantom Monster 

Pirate Ship 

Plague Rats 

Plains No Trees 

Plains Pink Horizon 

Plains Trees 

Plateau 

Power Leak 

Power Sink 

Power Surge 

Prodigal Sorcerer 

Psionic Blast 

Psychic Venom 

Purelace 

Raging River 

Raise Dead 

Red Elemental Blast 

Red Ward 

Regeneration 

Regrowth 

Resurrection 

Reverse Damage 

Righteousness 

Roc of Kher Ridges 

Rock Hydra 

Rod of Ruin 

Royal Assassin 

Sacrifice 

Samite Healer 

Savannah 

Savannah Lions 

Scathe Zombies 

Scavenging Ghoul 

Scrubland 

Scryb Sprites 

Sea Serpent 

Sedge Troll 


A 

ACr 

U 

4.00 

3.00 


2.80 

Sengir Vampire 

B 

Sum 

U 

6.80 

6.00 

* 

5.00 

G 

Sum 

C 

1.00 

1.00 

t 

0.90 

Serra Angel 

W 

Sum 

U 

11.25 

10.00 

t 

9.00 

U 

Sum 

R 

14.25 

12.00 

t 

9.50 

Shanodin Dryads 

G 

Sum 

C 

1.00 

1.00 

* 

0.90 

B 

Sum 

R 

19.00 

16.00 

t 

12.50 

Shatter 

R 

Ins 

C 

1.00 

1.00 

t 

1.00 

G 

ECr 

U 

4.00 

4.00 

t 

2.80 

Shivan Dragon 

R 

Sum 

R 

25.00 

23.00 

* 

20.50 

U 

Int 

R 

11.25 

9.50 

t 

7.80 

Simulacrum 

B 

Ins 

U 

3.30 

3.00 

t 

2.80 

U 

Sum 

R 

15.00 

14.00 

t 

12.00 

Sinkhole 

B 

Sor 

C 

8.00 

6.00 

* 

5.00 

R 

E 

R 

12.25 

10.00 

* 

8.80 

Siren’s Call 

U 

Ins 

U 

3.30 

3.00 


2.80 

U 

Ins 

R 

11.25 

9.00 

* 

7.80 

Sleight of Mind 

U 

Int 

R 

12.75 

10.00 

t 

8.50 

A 

M 

R 

10.25 

9.00 

t 

7.50 

Smoke 

R 

E 

R 

10.00 

8.00 

* 

6.00 

R 

E 

R 

9.30 

7.50 

* 

5.80 

Sol Ring 

A 

M 

U 

6.00 

4.00 


3.80 

A 

C 

R 

10.25 

9.50 

t 

7.50 

Soul Net 

A 

P 

U 

4.00 

3.00 


2.80 

U 

Sum 

C 

1.00 

1.00 

t 

0.80 

Spell Blast 

U 

Int 

C 

1.60 

1.00 


0.90 

w 

Sum 

C 

1.00 

1.00 

* 

0.90 

Stasis 

U 

E 

R 

8.50 

8.00 

t 

6.50 

B 

Sor 

R 

12.50 

9.50 

* 

8.50 

Steal Artifact 

U 

EArt 

U 

4.00 

3.50 

* 

2.80 

R 

Sum 

C 

1.00 

1.00 

* 

0.80 

Stone Giant 

R 

Sum 

U 

3.30 

3.00 

t 

2.80 

R 

L 

C 

1.00 

0.50 

t 

0.30 

Stone Rain 

R 

Sor 

c 

1.00 

1.00 


0.90 

R 

L 

C 

1.00 

0.50 

* 

0.30 

Stream of Life 

G 

Sor 

c 

1.00 

1.00 

* 

0.80 

R 

L 

C 

1.00 

0.50 

t 

0.30 

Sunglasses of Urza 

A 

C 

R 

10.00 

8.80 

t 

7.70 

A 

M 

R 

100.00 

85.00 

t 

76.25 

Swamp High Branch 

B 

L 

C 

0.50 

0.30 

* 

0.30 

A 

M 

R 

100.00 

85.00 

* 

78.75 

Swamp Low Branch 

B 

L 

C 

0.50 

0.30 

* 

0.30 

A 

M 

R 

100.00 

85.00 

* 

77.50 

Swamp Two Branch 

B 

L 

C 

0.50 

0.30 

* 

0.30 

A 

M 

R 

100.00 

87.50 

t 

76.25 

Swords to Plowshares 

W 

Ins 

u 

5.00 

4.00 

* 

2.80 

A 

M 

R 

100.00 

85.00 

* 

76.25 

Taiga 

G/R 

DL 

R 

12.50 

12.00 

t 

10.75 

G 

Ins 

R 

40.00 

35.00 

t 

30.00 

Terror 

B 

Ins 

C 

1.00 

1.00 


0.80 

B 

Sum 

R 

12.00 

9.50 

t 

7.80 

The Hive 

A 

M 

R 

11.25 

9.50 

* 

7.80 

B 

Sum 

U 

4.00 

3.00 


2.80 

Thicket Basilisk 

G 

Sum 

U 

6.50 

5.00 

t 

4.00 

A 

M 

R 

10.50 

9.80 

* 

7.60 

Thoughtlace 

U 

Int 

R 

9.00 

5.00 

* 

4.00 

B 

Sum 

R 

22.00 

20.00 

t 

20.00 

Throne of Bone 

A 

P 

U 

3.50 

3.00 


2.50 

W 

Sum 

R 

16.25 

15.00 

t 

13.75 

Timber Wolves 

G 

Sum 

R 

10.00 

8.00 

* 

7.00 

A 

ACr 

U 

4.00 

3.00 


2.80 

Time Vault 

A 

M 

R 

53.75 

43.50 

t 

40.00 

R 

Sum 

U 

4.00 

3.00 

t 

3.00 

Time Walk 

U 

Sor 

R 

72.50 

57.50 

t 

45.00 

R 

E 

U 

4.00 

3.00 


3.00 

Timetwister 

U 

Sor 

R 

65.00 

52.50 

t 

45.00 

B 

ECr 

C 

1.00 

1.00 

t 

0.90 

Tranquility 

G 

Sor 

C 

1.00 

1.00 

* 

0.80 

W 

Sum 

C 

1.00 

1.00 

t 

0.80 

Tropical Island 

U/G 

DL 

R 

12.00 

11.75 

* 

10.75 

W 

Sum 

R 

12.50 

12.00 

t 

9.80 

Tsunami 

G 

Sor 

U 

4.00 

3.00 


3.00 

B 

E 

C 

1.00 

1.00 

t 

0.60 

Tundra 

U/W DL 

R 

12.75 

12.00 

t 

10.75 

U 

Sum 

U 

3.30 

3.00 

* 

2.80 

Tunnel 

R 

Ins 

U 

3.00 

3.00 

* 

3.00 

U 

Sum 

C 

1.00 

1.00 

* 

0.80 

Twiddle 

U 

Ins 

C 

10.00 

7.00 

* 

6.00 

U 

Sum 

U 

3.30 

3.00 

t 

2.80 

Two-Headed Giant 

R 

Sum 

R 

49.25 

45.00 

t 

40.50 

U 

Sum 

R 

9.30 

8.00 

t 

7.80 

Underground Sea 

B/U 

DL 

R 

12.75 

12.00 

* 

10.75 

B 

Sum 

C 

1.00 

1.00 

t 

1.00 

Unholy Strength 

B 

ECr 

C 

1.00 

1.00 

* 

0.80 

W 

L 

C 

0.50 

0.30 

* 

0.30 

Unsummon 

U 

Ins 

C 

1.00 

1.00 

* 

0.60 

W 

L 

C 

0.50 

0.30 

t 

0.30 

Uthden Troll 

R 

Sum 

U 

4.00 

3.50 

* 

3.00 

W 

L 

C 

0.50 

0.30 

* 

0.30 

Verduran Enchantress 

G 

Sum 

R 

10.00 

9.50 

t 

7.50 

R/W DL 

R 

15.25 

13.50 

t 

12.00 

Vesuvan Doppelganger 

U 

Sum 

R 

20.00 

15.00 


15.00 

U 

EE 

C 

1.00 

1.00 

t 

0.80 

Veteran Bodyguard 

W 

Sum 

R 

14.00 

13.00 


9.90 

U 

Int 

C 

1.10 

1.00 

* 

0.90 

Volcanic Eruption 

U 

Sor 

R 

11.25 

11.00 

* 

9.40 

R 

E 

R 

10.00 

9.00 

t 

8.00 

Volcanic Island 

U/R 

DL 

R 

12.00 

11.50 

* 

10.25 

U 

Sum 

C 

1.00 

1.00 

* 

0.90 

Wall of Air 

U 

Sum 

U 

4.50 

3.00 

* 

2.80 

U 

Ins 

U 

10.75 

9.50 

t 

7.00 

Wall of Bone 

B 

Sum 

U 

3.30 

3.00 

t 

2.80 

U 

EL 

C 

1.00 

1.00 


0.80 

Wall of Brambles 

G 

Sum 

U 

3.30 

3.00 

* 

2.60 

W 

Int 

R 

8.50 

6.00 

t 

5.40 

Wall of Fire 

R 

Sum 

U 

3.00 

3.00 

* 

3.00 

R 

E 

R 

48.75 

40.00 

t 

25.00 

Wall of Ice 

G 

Sum 

U 

3.30 

3.00 

* 

2.80 

B 

Sor 

C 

1.00 

1.00 

* 

0.90 

Wall of Stone 

R 

Sum 

U 

3.00 

3.00 

* 

3.00 

R 

Ins 

C 

1.00 

1.00 

* 

0.80 

Wall of Swords 

W 

Sum 

U 

4.00 

3.50 

t 

2.90 

W 

ECr 

U 

3.00 

2.50 

* 

1.50 

Wall of Water 

U 

Sum 

U 

3.00 

3.00 

* 

3.00 

G 

ECr 

C 

1.00 

1.00 

* 

0.80 

Wall of Wood 

G 

Sum 

c 

1.00 

1.00 

t 

0.80 

G 

Sor 

C 

2.80 

1.50 

\ 

1.00 

Wanderlust 

G 

ECr 

u 

3.30 

2.50 

t 

1.90 

W 

Sor 

u 

3.80 

3.00 

t 

2.30 

War Mammoth 

G 

Sum 

c 

1.00 

1.00 


0.90 

W 

Ins 

R 

12.25 

11.00 

t 

9.30 

Warp Artifact 

B 

EArt 

R 

8.50 

5.00 

* 

4.80 

W 

Ins 

R 

11.00 

10.00 

* 

9.00 

Water Elemental 

U 

Sum 

U 

4.30 

3.00 

t 

2.80 

R 

Sum 

R 

10.00 

9.50 

* 

8.80 

Weakness 

B 

ECr 

C 

1.00 

1.00 

* 

0.90 

R 

Sum 

R 

16.25 

14.50 

* 

12.75 

Web 

G 

ECr 

R 

10.00 

8.00 

* 

6.50 

A 

M 

U 

3.50 

3.00 


2.50 

Wheel of Fortune 

R 

Sor 

R 

12.00 

9.50 

t 

8.00 

B 

Sum 

R 

23.50 

20.00 

t 

1 7.00 

White Knight 

W 

Sum 

U 

5.30 

3.80 

* 

3.00 

B 

Int 

U 

3.30 

3.00 

t 

2.80 

White Ward 

W 

ECr 

U 

3.00 

2.00 

t 

1.90 

W 

Sum 

C 

1.00 

1.00 

* 

0.80 

Wild Growth 

G 

EL 

C 

1.00 

1.00 

t 

0.90 

G/W DL 

R 

13.00 

12.00 

* 

11.00 

Will-O-The-Wisp 

B 

Sum 

R 

12.00 

10.00 


10.00 

W 

Sum 

R 

10.75 

9.50 

* 

8.10 

Winter Orb 

A 

C 

R 

10.00 

8.00 

* 

8.00 

B 

Sum 

C 

1.00 

1.00 

t 

0.80 

Wooden Sphere 

A 

P 

U 

3.50 

3.00 

t 

1.80 

B 

Sum 

U 

3.60 

3.00 


2.80 

Word of Command 

B 

Ins 

R 

56.25 

50.00 

* 

44.75 

B/W DL 

R 

12.75 

12.00 

t 

10.75 

Wrath of God 

W 

Sor 

R 

12.25 

10.00 

* 

9.50 

G 

Sum 

C 

1.00 

1.00 

* 

0.90 

Zombie Master 

B 

Sum 

R 

13.00 

10.00 


10.00 

U 

Sum 

C 

1.00 

1.00 

t 

0.80 

TOTAL 




3335.45 

2861.90 


2463.90 

R 

Sum 

R 

13.50 

9.50 

t 

8.60 























PAUL & JUDY'S coins & cards 


' 24 HR. FAX 

CXJNTVILS. ONLY {89$ SOft-3117 
M & OVERSEAS (217) $43-3732 • 


P.O. BOX 409 SCR, ARTHUR, IL 619gl 
8:00*6:00 Monday - Friday 8:00 - 3:00 Saturday 
PHONE: (217) 543-3366 


Internet e-mail Station Code 
pjcc^diati Llinois.net 

SJX)RT5NET 
IL38 


GAME CARDS 


PRICES SUBJECT TO RAPID CHANGES. CALL FOR CURRENT PRICES 


BLOOD WARS 


"STARTER" BOX (MAR).$57.00 

"BOOSTER" BOX (MAR.)...$85.00 



MAGIC PRICES ARE SUBJECT TO RAPID CHANGES. CALL FOR CURRENT PRICES. 


DOOM TROOPER 


PREMIERE EDITION 

"STARTER" & "BOOSTER" BOXES.CALL 


GALACTIC EMPIRES 


"STARTER" BOX....$57.00 "STARTER" DECK..$8.90 
"BOOSTER" BOX...$62.00 "BOOSTER" PACK..$1.95 


HIGHLANDER 


"BOOSTER" BOX (MAR.).$79.00 


HYBORIAN GATE 


"STARTER" OR "BOOSTER" BOX (JUNE)...CALL 


"STARTER" BOX (REVISED).$105.00 

"STARTER" DECK (REVISED).$ 11.50 

"BOOSTER" BOX (REVISED.$89.00 

"BOOSTER" PACK (REVISED).$3.25 

"STARTER & BOOSTER" SET.$295.00 

"ANTIQUITIES" BOX.$1,095.00 

"ANTIQUITIES" SET.$389.00 

"ANTIQUITIES" PACK.$23.50 

"ARABIAN NIGHTS" BOX.CALL 

"ARABIAN NIGHTS" SET.$750.00 

"ARABIAN NIGHTS" PACK.$62.00 

"THE DARK" BOX.$355.00 

"THEDARK" SET.$210.00 

"THE DARK" PACK.$6.25 


"FALLEN EMPIRES" BOX.$54.00 

"FALLEN EMPIRES" SET.$74.00 

"FALLEN EMPIRES "PACK.$1.00 

"ICE AGE" STARTER BOX (MAY) $69.00 
"ICE AGE" BOOSTER BOX (MAY)$72.00 

"LEGENDS" BOX.$1,060.00 

"LEGENDS" SET.$1,495.00 

"LEGENDS" PACK.$35.00 

1995 MAGICCALENDAR.$10.95 

MAGIC PLAYERS' GUIDE.$7.50 

UAGICARENA NOVEL.$3.95 

WHISPERING WOODS NOVEL.$4.95 


THE GREAT DALMUTI 


ILLUMINATI 


BOXES & PACKS.CALL 


"STARTER" BOX LTD.$87.50 

"STARTER" DECK LTD.$14.75 

"BOOSTER" BOX LTD.$65.00 

"BOOSTER" PACK LTD.$2.30 

"STARTER" BOX UNLIMITED (MAR.).$59.50 

"BOOSTER" BOX UNLIMITTED (MAR.).$63.50 

t RAGE I 

"STARTER" & "BOOSTER" BOX (MAY).CALL 


MAGAZINES: 


JYHAD 


DEC KM ASTER 1 S D UEUST. .53.50 

SCR YE GAME CARD GUIDE.$2.75 

INQUEST. .$2.25 

SHADISttn .$2.75 


"STARTER" BOX.$49.00 

"STARTER" DECK..$5.95 

"BOOSTER" BOX.$49.00 

"BOOSTER" PACK.$1.75 

PLAYERS'GUIDE.$7.95 


SPEUUFIRE 


WE HAVE COMMONS, UNCOMMONS AND RARE CARDS 
FOR EACH SERIES OFM4 GIC-THE GATHERING. 
CALL FAX OR SEND US YOUR WANT LIST. 


"STARTER" BOX.$42.00 "STARTER"DECK.$8.75 

"BOOSTER" BOX 1.$45.00 "BOOSTER" PACK 1.$1.55 

"BOOSTER" BOX2 (Ravenloft)..$55.00 "BOOSTER" PACK 2....$1.90 
"BOOSTER" BOX.3 (Dragonlance) $55.00 "BOOSTER" PACK3.. $1.90 


BUYING 


STAR OF THE GUARDIANS 


"STARTER" BOX.$89.00 

"BOOSTER" BOX.$89.00 


STAR TREK: NEXT GENERATION 


WE ARE CURRENTLY BUYING ALL MAGIC SETS AND BOXES. 
WE DESPERATELY NEED THE FOLLOWING SINGLES: 

- RARE LEGENDS - 

- MOST ARABIAN NIGHTS AND ANTIQUITIES - 
ALL DISCONTINUED CARDS FROM 
ALPHA, BETA & UNLIMITED 


"STARTER" BOX (LIMITED).$249.00 DECK.$22.75 

"EXPANSION" BOX (LIMITED).$415.00 PACK.$12.00 

"STARTER" BOX (UNLIMITED).$69.50 DECK.$6.95 

"EXPANSION" BOX (UNILMITED).$75.00 PACK.$2.50 

FACTORY SET..CALL 


TOWERS IN TIME 


CALL AND ASK FOR JOHN. 

We Also Offer A full Line Of Sports Cards, 
Non-Sports Cards, 

Pogs And Adult Cards. Send For Free Catalogues. 
Specify Catalogues Wanted. 


"STARTER" BOX.$79.00 

"BOOSTER" BOX.$85.00 


WViRN' 



VISA 

MASTERCARD 


DISCOVER 


AMEX 











’STARTER" BOX PREMIERE. 

'STARTER" DECK PREMIERE. 

.$87.00 

.$9.00 

'BOOSTER" BOX PREMIERE. 

.$145.00 

’BOOSTER" PACK PREMIERE. 

.$5.00 

’STARTER" BOX LTD. 

’BOOSTER" BOX LTD. 

.-$69.50 

.$85.00 


PRICES CURRENT AS OF 2/13/95 


(1) Prices subject to change without notice. (2) Visa, MasterCard, Discover 
& AmEx accepted. (3) UPS C.O.D. orders $5.75 plus postage. No C.O.D. on cases. 
(4) 7 day return. (5) Items held 7 days. (6) SHIPPING: $4.75 1st box or set 
50c ea. additional box or set (in Continental U.S.) Others call. 

Overseas orders Welcomed. (7) IL. residents add 6 1/4% sales tax. 

(8) Allow 2 weeks for personal checks to clear. (9) 10% fee charged on canceled orders. 
No cancellations on presells. (10) We reserve the right to limit quantities. 

(11) Cards are near-mint to mint. 50% upcharge for mint-only. 

12. MINIMUM ORDER: $10.00 




























































































































































































Color Type Rarity 


Card Name 


.ower 


Air Elemental 
Ancestral Recall 
Animate Artifact 
Animate Dead 
Animate Wall 
Ankh of Mishra 
Armageddon 
Aspect of Wolf 
Bad Moon 
Badlands 
Balance 

Basalt Monolith 
Bayou 

Benalish Hero 
Berserk 

Birds of Paradise 
Black Knight 
Black Lotus 
Black Vise 
Black Ward 
Blaze of Glory 
Blessing 

Blue Elemental Blast 

Blue Ward 

Bog Wraith 
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Burrowing 

Camouflage 

Castle 

Celestial Prism 
Channel 
Chaos Orb 
Chaoslace 
CoP:Black 
CoP:Blue 
CoP:Green 
CoP:Red 
CoP:White 
Clockwork Beast 
Clone 
Cockatrice 
Consecrate Land 
Conservator 
Contract from Below 
Control Magic 
Conversion 
Copper Tablet 
Copy Artifact 
Counterspell 
Craw Wurm 
Creature Bond 
Crusade 
Crystal Rod 
Cursed Land 
Cyclopean Tomb 
Dark Ritual 
Darkpact 
Death Ward 
Deathgrip 
Deathlace 
Demonic Attorney 
Demonic Hordes 
Demonic Tutor 
Dingus Egg 
Disenchant 
| Disintegrate 
Disrupting Scepter 
Dragon Whelp 
Drain Life 
Drain Power 
Drudge Skeletons 
Dwarven Demolition Team 
Dwarven Warriors 
Earth Elemental 
Earthbind 
Earthquake 


U 

U 

U 

B 

W 

A 

W 

G 

B 

B/R 

W 

A 

B/G 

W 

G 

G 

B 

A 

A 

W 

W 

W 

U 

W 

B 

U 

R 

G 

W 

A 

G 

A 

R 

W 

W 

W 

W 

W 

A 

U 

G 

W 

A 

B 

U 

W 

A 

U 

U 

G 

U 

W 

A 

B 

A 

B 

B 

W 

B 

B 

B 

B 

B 

A 

W 

R 

A 

R 

B 

U 

B 

R 

R 

R 

R 

R 


Sum 

U 

Ins 

R 

EArt 

U 

EDCr U 

EW 

R 

C 

R 

Sor 

R 

ECr 

R 

E 

R 

DL 

R 

Sor 

R 

M 

U 

DL 

R 

Sum 

C 

Ins 

U 

Sum 

R 

Sum 

U 

M 

R 

C 

U 

ECr 

U 

Ins 

R 

ECr 

R 

Int 

C 

ECr 

U 

Sum 

U 

Sor 

R 

ECr 

U 

Ins 

U 

E 

U 

M 

U 

Sor 

U 

M 

R 

Int 

R 

E 

C 

E 

C 

E 

C 

E 

C 

E 

C 

Cr 

R 

Sum 

U 

Sum 

R 

EL 

U 

M 

U 

Sor 

R 

ECr 

U 

E 

U 

C 

U 

E 

R 

Int 

U 

Sum 

C 

ECr 

C 

E 

R 

P 

U 

EL 

U 

M 

R 

Int 

C 

Sor 

R 

Ins 

C 

E 

u 

Int 

R 

Sor 

R 

Sum 

R 

Sor 

U 

C 

R 

Ins 

C 

Sor 

C 

M 

R 

Sum 

U 

Sor 

C 

Sor 

R 

Sum 

C 

Sum 

U 

Sum 

C 

Sum 

U 

ECr 

C 

Sor 

R 


i y l 

mim. 


2.00 

50.00 

1.50 

1.50 
5.00 

4.80 

7.40 
8.00 
7.00 
8.00 
6.30 
2.00 
8.00 
0.50 

20.00 
7.10 
4.00 
150.00 
3.00 
1.00 
30.00 
7.00 
0.50 
1.00 
2.00 

7.90 

1.00 

8.50 
2.00 
2.00 
2.00 

50.00 
3.00 
1.00 
0.50 
0.50 
0.50 
0.50 
6.00 
3.00 
8.00 
8.00 
1.00 

4.40 
3.00 

1.90 
8.00 
6.00 
3.00 
0.80 
0.50 

7.60 

1.80 

1.50 
47.50 

0.50 

5.00 

0.50 

1.00 

4.80 

4.50 
10.00 

3.00 

5.00 

0.80 

0.80 

5.00 

3.00 

0.90 

7.00 

0.50 

6.40 
0.50 

1.60 
0.50 
7.00 


* 

* 


* 


* 

* 

t 

* 

t 

* 

* 

* 

* 

* 

t 

* 

t 

t 

* 

* 

* 

* 

* 

* 

* 

* 

t 

t 

* 


t 

* 

t 

* 

* 

* 

* 

* 

t 

t 

t 

t 

* 


1.50 
38.75 

1.00 

1.00 

4.00 

4.00 

6.00 

5.80 

6.50 
7.00 

5.50 
1.10 
7.00 
0.20 

I 7.00 
6.00 
2.00 
125.00 

1.50 

1.00 

21.00 

6.00 

0.20 

1.00 

1.50 

5.30 
1.00 
7.00 
1.00 
1.00 

1.30 
40.00 

3.00 

0.30 

0.20 

0.20 

0.20 

0.20 

4.00 

2.30 

5.50 
7.00 
1.00 

2.80 

1.50 
1.00 
6.00 
5.00 
2.10 
0.30 
0.20 
6.00 
1.00 
1.00 

28.50 

0.30 

3.30 
0.20 
1.00 
3.00 

2.90 

7.80 

1.80 

4.50 
0.40 
0.50 
4.00 

1.90 
0.20 
4.00 
0.20 
5.00 
0.20 
1.00 
0.20 
4.50 


2.00 

45.00 

1.50 
1.00 
5.00 
4.00 

6.50 
7.00 
7.00 
8.00 
6.00 

1.50 
8.00 
0.30 

18.00 

7.00 

2.50 
140.00 

2.00 
1.00 
25.00 

6.50 
0.30 
1.00 
2.00 
7.00 
1.00 
7.00 
1.60 
1.60 
2.00 

46.00 

3.00 

0.50 

0.30 

0.40 

0.40 

0.40 

5.80 
3.00 
7.00 
7.00 
1.00 
3.90 

2.50 
1.30 
7.00 
6.00 

2.50 
0.40 
0.40 
7.00 
1.00 
1.00 

30.00 

0.30 

4.50 
0.40 
1.00 

3.50 
4.00 

9.50 

2.50 
5.00 
0.50 
0.50 
4.00 

2.80 
0.50 

6.50 
0.30 
5.00 
0.30 
1.40 
0.30 
6.00 


* 

* 


Elvish Archers 
Evil Presence 
False Orders 
Farmstead 
Fastbond 
Fear 

Feedback 

Fire Elemental 

Fireball 

Firebreathing 

Flashfires 

Flight 

Fog 

Force of Nature 
Forcefield 
Forest Eyes 
Forest Path 
Forest Rocks 
Fork 

Frozen Shade 
Fungusaur 
Gaea’s Liege 
Gauntlet of Might 
Giant Growth 
Giant Spider 
Glasses of lirza 
Gloom 

Goblin Balloon Brigade 

Goblin King 

Granite Gargoyle 

Gray Ogre 

Green Ward 

Grizzly Bears 

Guardian Angel 

Healing Salve 

Helm of Chatzuk 

Hill Giant 

Holy Armor 

Holy Strength 

Howl from Beyond 

Howling Mine 

Hurloon Minotaur 

Hurricane 

Hypnotic Specter 

Ice Storm 

Icy Manipulator 

Illusionary Mask 

Instill Energy 

Invisibility 

Iron Star 

Ironclaw Ores 

Ironroot Treefolk 

Island Sanctuary 

Island Blue 

Island Golden 

Island Red 

Ivory Cup 

Jade Monolith 

Jade Statue 

Jayemdae Tome 

Juggernaut 

Jump 

Karma 

Keldon Warlord 

Kormus Bell 

Kudzu 

Lance 

Ley Druid 

Library of Leng 

Lich 

Lifeforce 

Lifelace 

Lifetap 

Lightning Bolt 
Living Artifact 
Living Lands 
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Poole & Dameo 
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WEST COAST CARDS & GAMES 


“PAYING TOP $$$ FOR 
YOUR SINGLES,SETS,& 
BOXES!! ” 


(206)941-1986 


-SINGLES- 


-WANTF.D- 


BLACK. LOTI'S 
MOXES 
TIME WALK 
TIME TWISTER 
ANCESTRAL RECALL 
MIRROR UNIVERSE 


F()R( EFIELD 

cyclopean tomb 

ICY MANIPULATOR 
CHAOS ORB 
ALI FROM CAIRO 
ISLAND WAK WAK 



OPEN 7 DAYS A WEEK 

MON-FRI 9 AM-7 PM 
SAT SUN 10AM-6PM. 


IZA11DS OF TIIF COAST 


WEST COAST CARDS & GAMES 


‘YOU CAN’T GET ANY CLOSER TO THE SOURCE THAN THIS’ 



W.C.C.& G. IS ONE OF THE NATIONS LARGEST 
MAIL ORDER DEALERS. 

SINCE 1986 WE HAVE OFFERED DEPENDABLE. 
PROFFESIONAL AND AFFORDABLE SERVICE. 


I 


THE BEST PRICES AND FASTEST SERVICE , 
RETAIL&WHOLESALE IS ALWAYS AS SIMPLE 
AS 

A PHONE CALLAWAY!!!!! 206-941-1986 


MAGIC 


STAR TREK 


qEnmmro 

Ej-*- 


ICE-AGE 

^Jj-CAN BE PLAYED ON ITS 
k=fl OWN OR W/ OTHER THE 
fr^' OTHER EXPANSION SETS. ^ 

H BOOSTERS OR 
gj STARTERS 
Pj YOUR CHOICE 
g $54.95-64.95 


FALLEN 
EMPIRES 
$44.95 TO 
$49.95 BOX 



mm 

BOOSTERS & 
STARTERS>» 


‘'THIS PRODUCT IS 
NOW OUT OF PRINT 
LOCK IN NOW - 

$49.95-54.95 



***********QUT ojt PRINT MAGIC********* 




LEGENDS 

PACKS & BOXES AVAIL 


ANTIQUITIES 

PACKS & BOXES AVAIL 




DARK 

PACKS & BOXES AVAIL 


ALPHA,BETA,UNLIM 

SINGLE CARDS AVAIL 



-THANK YOU FOR ORDERING 
-PHONE RESERVATIONS HELD 7 DAYS 
-VISA/MC/AMEX ADD M 
-PRICES SUBJECT TO CHANGE 
-MINIMUM $4.50 SHIPPING. ADD $1.50 
ADDITIONAL BOX 

-SHIPMENTS SUBJECT TO MANUFACTURERS DELAYS 
-NO REFUNDS ON PRE-ORDERS 


WYVERN 


THIS COULD BE THE 
GAME OF THE YEAR! 

I-ANYONE FAMILIAR WITH MAGIC 
P WILL LOVE THIS GAME. THE 
■PREMIERE EDITION IS NEARLY 
P IMPOSSIBLE TO FIND AND THE 
■LIMITED EDITION IS SELLING OUT 
j FAST. THERE WILL BE NO 
j REPRINTS! 

-36 PACKS/BOX BOOSTERS 
-12 DECKS STARTER BOX 
-10 BOXES PER CASE. 

LIMITED QUANTITIES 
AVAILABLE 


ILLUMINATI 


LIMITED EDITION 

A GAME OF POLITICAL 
J STRUGGLES & EPIC EVENTS. 

1 CREATED BY STEVE JACKSON, 
[THIS GAME HAS BEEN GAINING 
jlN POPULARITY SINCE ITS 
I RELEASE. THE 1ST SERIES SOLD 
| OUT WITHIN DAYS. 


COME VISIT OUR 1500 SQ. FT RETAIL STORE 
ACROSS FROM SEA-TAC MALL ON 320TH 


(206)-941-1986 
1808 S. 320TH ST. 
FEDERAL WAY, WA 98003 











































































Living Wall 
Llanowar Elves 
Lord of Atlantis 
Lord of the Pit 
Lure 

Magical Hack 
Mahamoti Djinn 
Mana Flare 
Mana Short 
Mana Vault 
Manabarbs 
Meekstone 

Merfolk of the Pearl Tr 
Mesa Pegasus 
Mind Twist 

Mons’s Goblin Raiders 
Mountain Blue 
Mountain Brown 
Mountain Green Sky 
Mox Emerald 
Mox Jet 
Mox Pearl 
Mox Ruby 
Mox Sapphire 
Natural Selection 
| Nether Shadow 
[ Nettling Imp 
| Nevinyrral’s Disk 
i Nightmare 
j Northern Paladin 
> Obsianus Golem 
j Orcish Artillery 
I Orcish Oriflamme 
J Paralyze 
Pearled Unicorn 
Personal Incarnation 
Pestilence 

I Phantasmal Forces 
Phantasmal Terrain 
Phantom Monster 
j Pirate Ship 
Plague Rats 
Plains No Trees 
Plains Pink Horizon 
Plains Trees 
| Plateau 
! Power Leak 
Power Sink 
Power Surge 
Prodigal Sorcerer 
j Psionic Blast 
s Psychic Venom 
Purelace 
Raging River 
Raise Dead 
Red Elemental Blast 
Red Ward 
Regeneration 
Regrowth 
Resurrection 
Reverse Damage 
Righteousness 
I Roc of Kher Ridges 
Rock Hydra 
; Rod of Ruin 
Royal Assassin 
| Sacrifice 
| Samite Healer 
Savannah 
Savannah Lions 
j Scathe Zombies 
Scavenging Ghoul 
Scrubland 
Scryb Sprites 
Sea Serpent 
| Sedge Troll 
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Sengir Vampire 
Serra Angel 
Shanodin Dryads 
Shatter 

Shivan Dragon 
Simulacrum 
Sinkhole 
Siren’s Call 
Sleight of Mind 
Smoke 
Sol Ring 
Soul Net 
Spell Blast 
Stasis 

Steal Artifact 

Stone Giant 

Stone Rain 

Stream of Life 

Sunglasses of Urza 

Swamp High Branch 

Swamp Low Branch 

Swamp Two Branch 

Swords to Plowshares 

Taiga 

Terror 

The Hive 

Thicket Basilisk 

Thoughtlace 

Throne of Bone 

Timber Wolves 

Time Vault 

Time Walk 

Timetwister 

Tranquility 

Tropical Island 

Tsunami 

Tundra 

Tunnel 

Twiddle 

Two-Headed Giant 

Underground Sea 

Unholy Strength 

Unsummon 

Uthden Troll 

Verduran Enchantress 

Vesuvan Doppelganger 

Veteran Bodyguard 

Volcanic Eruption 

Volcanic Island 

Wall of Air 

Wall of Bone 

Wall of Brambles 

Wall of Fire 

Wall of Ice 

Wall of Stone 

Wall of Swords 

Wall of Water 

Wall of Wood 

Wanderlust 

War Mammoth 

Warp Artifact 

Water Elemental 
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Wheel of Fortune 
White Knight 
White Ward 
Wild Growth 
Will-O-The-Wisp 
Winter Orb 
Wooden Sphere 
Word of Command 
Wrath of God 
Zombie Master 
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El -Hajjaj 
Elvish Archers 
Energy Flux 
Erg Raiders 
Evil Presence 
Eye for an Eye 
Farmstead 
Fastbond 
Fear 

Feedback 

Fire Elemental 

Fireball 

Firebreathing 

Flashfires 

Flight 

Flying Carpet 
Fog 

Force of Nature 
Forest Eyes 
Forest Path 
Forest Rocks 
Fork 

Frozen Shade 
Fungusaur 
Gaea’s Liege 
Giant Growth 
Giant Spider 
Glasses of Urza 
Gloom 

Goblin Balloon Brigade 

Goblin King 

Granite Gargoyle 

Gray Ogre 

Green Ward 

Grizzly Bears 

Guardian Angel 

Healing Salve 

Helm of Chatzuk 

Hill Giant 

Holy Armor 

Holy Strength 

Howl from Beyond 

Howling Mine 

Hurkyl’s Recall 

Hurloon Minotaur 

Hurricane 

Hypnotic Specter 

Instill Energy 

Iron Star 

Ironroot Treefolk 

Island Fish jasconius 

Island Sanctuary 

Island Blue 

Island Golden 

Island Red 

Ivory Cup 
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Jade Monolith 

Jandor’s Ring 
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Kird Ape 

Kormus Bell 
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Library of Leng 

Lifeforce 
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Lightning Bolt 
Living Artifact 
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Air Elemental 
Aladdin’s Lamp 
Aladdin’s Ring 
Animate Artifact 
Animate Dead 
Animate Wall 
Ankh of Mishra 
Armageddon 
Armageddon Clock 
Aspect of Wolf 
Atog 
Badlands 
Bad Moon 
Balance 

Basalt Monolith 
Bayou 

Benalish Hero 
Birds of Paradise 
Black Knight 
Black Vise 
Black Ward 
Blessing 

Blue Elemental Blast 
Blue Ward 
Bog Wraith 
Bottle of Suleiman 
Braingeyser 
Brass Man 
Burrowing 
Castle 

Celestial Prism 
Channel 
Chaoslace 
CoP:Black 
CoP:Blue 
CoP:Green 
CoP:Red 
CoP:White 
Clockwork Beast 
Clone 
Cockatrice 
Conservator 
Contract from Below 
Control Magic 
Conversion 
Copy Artifact 
Counterspell 
Craw Wurm 
Creature Bond 
Crumble 
Crusade 
Crystal Rod 
Cursed Land 
Dancing Scimitar 
Dark Ritual 
Darkpact 
Death Ward 
Deathgrip 
Deathlace 
Demonic Attorney 
Demonic Hordes 
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Desert Twister 
Dingus Egg 
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Disrupting Scepter 
Dragon Engine 
Dragon Whelp 
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Drain Power 
Drudge Skeletons 
Dwarven Warriors 
Dwarven Weaponsmith 
Earth Elemental 
Earthbind 
I Earthquake 
■ Ebony Horse 
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2.80 
7.00 
2.00 
2.00 

3.50 
0.30 
0.30 
3.30 
2.00 
2.00 
0.20 
4.00 
0.30 
0.20 
1.00 
1.00 
0.20 
4.00 
4.00 
















Llanowar Elves 

G 

Sum 

C 

0.30 

0.30 


0.10 

Serendib Efreet 

U 

Sum 

R 

4.50 

4.00 


3.00 

Lord of Atlantis 

U 

Sum 

R 

7.90 

6.00 

* 

5.00 

Serra Angel 

W 

Sum 

U 

5.90 

4.80 

t 

3.60 

Lord of the Pit 

B 

Sum 

R 

10.50 

9.00 


8.00 

Shanodin Dryads 

G 

Sum 

C 

0.30 

0.20 


0.10 

Lure 

G 

ECr 

U 

1.50 

1.00 


1.00 

Shatter 

R 

Ins 

C 

0.30 

0.30 


0.10 

Magical Hack 

U 

Int 

R 

7.00 

6.00 

* 

5.00 

Shatterstorm 

R 

Sor 

U 

2.00 

2.00 


1.00 

Magnetic Mountain 

R 

E 

R 

4.00 

3.00 


3.00 

Shivan Dragon 

R 

Sum 

R 

17.25 

15.00 


14.00 

Mahamoti Djinn 

U 

Sum 

R 

8.30 

7.00 

* 

5.80 

Simulacrum 

B 

Ins 

U 

1.00 

1.00 


0.70 

Mana Flare 

R 

E 

R 

6.00 

5.00 


5.00 

Siren’s Call 

U 

Ins 

U 

1.00 

1.00 


0.80 

Mana Short 

U 

Ins 

R 

5.00 

4.50 

t 

4.00 

Sleight of Mind 

U 

Int 

R 

6.00 

5.00 


5.00 

Mana Vault 

A 

M 

R 

4.00 

3.00 


3.00 

Smoke 

R 

E 

R 

4.00 

4.00 

t 

3.00 

Manabarbs 

R 

E 

R 

4.10 

4.00 


3.50 

Sol Ring 

A 

M 

U 

2.00 

1.50 

* 

1.20 

Meekstone 

A 

C 

R 

5.00 

4.00 


3.70 

Sorceress Queen 

B 

Sum 

R 

6.50 

5.00 


5.00 

Merfolk of the Pearl Trident 

U 

Sum 

C 

0.30 

0.20 

* 

0.10 

Soul Net 

A 

P 

U 

1.00 

1.00 


0.80 

Mesa Pegasus 

W 

Sum 

C 

0.30 

0.20 

* 

0.10 

Spell Blast 

U 

Int 

C 

0.30 

0.30 


0.20 

Mijae Djinn 

R 

Sum 

R 

5.00 

4.00 


3.40 

Stasis 

U 

E 

R 

5.00 

4.00 

* 

3.00 

Millstone 

A 

M 

R 

4.50 

3.00 


3.00 

Steal Artifact 

U 

EArt 

U 

1.50 

1.00 


1.00 

Mind Twist 

B 

Sor 

R 

5.00 

5.00 


5.00 

Stone Giant 

R 

Sum 

U 

1.00 

1.00 


0.80 

Mishra’s War Machine 

A 

Cr 

R 

5.00 

4.00 

* 

3.30 

Stone Rain 

R 

Sor 

U 

0.50 

0.50 

* 

0.20 

Mons’s Goblin Raiders 

R 

Sum 

C 

0.30 

0.20 

* 

• 0.10 

Stream of Life 

G 

Sor 

C 

0.30 

0.30 


0.10 

Mountain Blue 

R 

Lnd 

C 

0.10 

0.10 


0.10 

Sunglasses of Urza 

A 

C 

R 

5.00 

4.30 

* 

3.40 

Mountain Brown 

R 

Lnd 

C 

0.10 

0.10 


0.10 

Swamp High Branch 

B 

Lnd 

C 

0.10 

0.10 


0.10 

Mountain Green Sky 

R 

Lnd 

C 

0.10 

0.10 


0.10 

Swamp Low Branch 

B 

Lnd 

C 

0.10 

0.10 


0.10 

Nether Shadow 

B 

Sum 

R 

4.80 

4.00 


4.00 

Swamp Two Branch 

B 

Lnd 

C 

0.10 

0.10 


0.10 

Nettling Imp 

B 

Sum 

U 

1.50 

1.00 

* 

0.90 

Swords to Plowshares 

W 

Ins 

U 

2.20 

1.10 

* 

1.00 

Nevinyrral’s Disk 

A 

M 

R 

5.50 

5.00 


4.80 

Taiga 

R/G 

DLnd 

R 

6.00 

5.00 


5.00 

Nightmare 

B 

Sum 

R 

11.00 

10.00 


10.00 

Terror 

B 

Ins 

c 

0.30 

0.20 

* 

0.10 

Northern Paladin 

W 

Sum 

R 

11.00 

9.00 


8.00 

The Hive 

A 

M 

R 

6.00 

5.00 


4.80 

Obsianus Golem 

A 

Cr 

U 

1.90 

1.00 

* 

1.00 

The Rack 

A 

C 

U 

1.50 

1.00 

* 

1.00 

Onulet 

A 

Cr 

R 

3.10 

2.00 


2.00 

Thicket Basilisk 

G 

Sum 

U 

2.60 

2.00 


1.50 

Orcish Artillery 

R 

Sum 

U 

1.00 

1.00 


0.70 

Thoughtlace 

U 

Int 

R 

2.50 

2.00 

* 

2.00 

Orcish Oriflamme 

R 

E 

R 

2.00 

1.50 

* 

1.00 

Throne of Bone 

A 

P 

U 

1.00 

1.00 


0.70 

Ornithopter 

A 

Cr 

U 

1.00 

1.00 


0.50 

Timber Wolves 

G 

Sum 

R 

4.00 

4.00 


3.10 

Paralyze 

B 

ECr 

C 

0.30 

0.30 


0.10 

Titania’s Song 

G 

E 

R 

4.00 

3.00 

t 

2.00 

Pearled Unicorn 

W 

Sum 

C 

0.30 

0.20 


0.10 

Tranquility 

G 

Sor 

C 

0.30 

0.30 


0.10 

Personal Incarnation 

W 

Sum 

R 

8.00 

7.80 

* 

6.60 

Tropical Island 

U/G 

DLnd 

R 

6.00 

5.00 

* 

5.00 

Pestilence 

B 

E 

C 

0.30 

0.20 

* 

0.10 

Tsunami 

G 

Sor 

U 

1.00 

1.00 


1.00 

Phantasmal Forces 

U 

Sum 

U 

1.00 

1.00 


0.70 

Tundra 

U/W 

DLnd 

R 

6.50 

5.00 

* 

5.00 

Phantasmal Terrain 

U 

ELnd 

C 

0.30 

0.20 

* 

0.10 

Tunnel 

R 

Ins 

U 

1.00 

1.00 


0.80 

Phantom Monster 

U 

Sum 

U 

1.50 

1.00 


1.00 

Underground Sea 

B/U 

DLnd 

R 

7.00 

5.00 

* 

5.00 

Pirate Ship 

U 

Sum 

R 

5.00 

4.50 

+ 

4.00 

Unholy Strength 

B 

ECr 

C 

0.30 

0.30 


0.10 

Plague Rats 

B 

Sum 

C 

0.30 

0.30 


0.10 

Unstable Mutation 

U 

ECr 

C 

0.30 

0.20 

* 

0.10 

Plains No Trees 

W 

Lnd 

C 

0.10 

0.10 


0.10 

Unsummon 

U 

Ins 

C 

0.30 

0.20 

* 

0.10 

Plains Pink Horizon 

W 

Lnd 

C 

0.10 

0.10 


0.10 

Uthden Troll 

R 

Sum 

U 

2.40 

1.80 

+ 

1.10 

Plains Trees 

W 

Lnd 

C 

0.10 

0.10 


0.10 

Verduran Enchantress 

G 

Sum 

R 

6.00 

4.80 

t 

4.00 

Plateau 

R/W 

DLnd 

R 

6.50 

6.00 

t 

5.00 

Vesuvan Doppelganger 

U 

Sum 

R 

12.00 

10.00 

t 

8.00 

Power Leak 

U 

EE 

C 

0.30 

0.30 


0.10 

Veteran Bodyguard 

W 

Sum 

R 

8.00 

7.00 

* 

6.00 

Power Sink 

U 

Int 

C 

0.30 

0.30 


0.10 

Volcanic Eruption 

U 

Sor 

R 

5.00 

5.00 


3.30 

Power Surge 

R 

E 

R 

4.00 

3.30 

t 

3.00 

Volcanic Island 

U/R 

DLnd 

R 

6.00 

5.00 

* 

5.00 

Primal Clay 

A 

Cr 

R 

3.00 

2.00 


2.00 

Wall of Air 

U 

Sum 

U 

1.00 

1.00 


1.00 

Prodigal Sorcerer 

U 

Sum 

C 

0.30 

0.30 


0.10 

Wall of Bone 

B 

Sum 

U 

1.00 

1.00 


0.90 

Psychic Venom 

U 

ELnd 

C 

0.30 

0.20 

* 

0.10 

Wall of Brambles 

G 

Sum 

U 

1.00 

1.00 


0.80 

Purelace 

W 

Int 

R 

2.60 

2.00 


2.00 

Wall of Fire 

R 

Sum 

U 

1.00 

1.00 


0.80 

Raise Dead 

B 

Sor 

C 

0.30 

0.20 

* 

0.10 

Wall of Ice 

G 

Sum 

U 

1.00 

1.00 


0.80 

Reconstruction 

U 

Sor 

C 

0.30 

0.20 

* 

0.10 

Wall of Stone 

R 

Sum 

U 

1.00 

1.00 


0.90 

Red Elemental Blast 

R 

Int 

C 

0.30 

0.20 

* 

0.10 

Wall of Swords 

W 

Sum 

U 

2.00 

1.90 

* 

1.20 

Red Ward 

W 

ECr 

U 

1.00 

0.90 

* 

0.50 

Wall of Water 

U 

Sum 

U 

1.00 

1.00 


0.50 

Regeneration 

G 

ECr 

C 

0.30 

0.30 


0.10 

Wall of Wood 

G 

Sum 

C 

0.30 

0.20 

* 

0.10 

Regrowth 

G 

Sor 

U 

1.80 

1.00 

* 

0.90 

Wanderlust 

G 

ECr 

U 

1.00 

1.00 


0.80 

Resurrection 

W 

Sor 

U 

1.00 

1.00 


1.00 

War Mammoth 

G 

Sum 

C 

0.30 

0.30 


0.10 

Reverse Damage 

W 

Ins 

R 

6.30 

6.00 


5.00 

Warp Artifact 

B 

EArt 

R 

3.40 

3.00 


2.60 

Reverse Polarity 

W 

Ins 

U 

1.00 

1.00 


0.50 

Water Elemental 

U 

Sum 

U 

1.30 

1.00 


1.00 

Righteousness 

W 

Ins 

R 

6.00 

5.00 


5.00 

Weakness 

B 

ECr 

C 

0.30 

0.20 

* 

0.10 

Roc of Kher Ridges 

R 

Sum 

R 

5.00 

4.50 

t 

4.00 

Web 

G 

ECr 

R 

4.00 

4.00 

* 

3.00 

Rock Hydra 

R 

Sum 

R 

10.00 

7.80 

* 

7.00 

Wheel of Fortune 

R 

Sor 

R 

5.50 

5.00 


5.00 

Rocket Launcher 

A 

P 

R 

4.00 

3.00 


2.80 

White Knight 

W 

Sum 

U 

2.00 

2.00 


1.80 

Rod of Ruin 

A 

M 

U 

1.00 

1.00 


0.80 

White Ward 

W 

ECr 

U 

1.00 

1.00 


0.60 

Royal Assassin 

B 

Sum 

R 

15.00 

12.00 

t 

10.00 

Wild Growth 

G 

ELnd 

C 

0.30 

0.20 


0.10 

Sacrifice 

B 

Int 

U 

1.00 

1.00 


0.80 

Will-O-The-Wisp 

B 

Sum 

R 

6.50 

5.00 


5.00 

Samite Healer 

W 

Sum 

C 

0.30 

0.20 

* 

0.10 

Winter Orb 

A 

C 

R 

5.00 

4.00 


4.00 

Savannah 

G/W 

DLnd 

R 

6.00 

5.00 

* 

5.00 

Wooden Sphere 

A 

P 

U 

1.00 

0.90 

* 

0.60 

Savannah Lions 

W 

Sum 

R 

4.00 

3.00 


3.00 

Wrath of God 

W 

Sor 

R 

6.00 

6.00 


5.00 

Scathe Zombies 

B 

Sum 

C 

0.30 

0.30 


0.10 

Zombie Master 

B 

SUM 

R 

6.00 

6.00 

* 

5.00 

Scavenging Ghoul 

B 

Sum 

U 

1.50 

1.00 


0.80 

TOTAL 




833.15 

708.20 


612.80 

Scrubland 

B/W 

DLnd 

R 

6.10 

5.00 


5.00 









Scryb Sprites 

G 

Sum 

C 

0.30 

0.20 

* 

0.10 









Sea Serpent 

U 

Sum 

C 

0.30 

0.30 


0.10 









Sedge Troll 

R 

Sum 

R 

4.30 

4.00 


3.40 









Sengir Vampire 

B 

Sum 

U 

3.00 

3.00 


3.00 

















MAGIC" SINGLES 


REVISED 

Aladdins Lamp $4.50 

Armageddon $5.00 

Aspect of Wolf $4.50 

Contract From Below $4.00 

Demonic Hordes $7.00 

Force of Nature $9.00 

Goblin King $6.00 

Granite Gargoyle $5.00 

Lord of Atlantis $5.00 

Lord of the Pit $10.00 

Nightmare $10.00 

Northern Paladin $8.00 

Rock Hydra $8.00 

Royal Assassin $10.00 

Shivan Dragon $15.00 

Sorceress Queen $5.00 

Sunglasses of Urza $5.00 

The Hive $5.00 

Vesuvan Doppleganger $9.00 

Veteran Bodyguard $8.00 

Will-o-the-Wisp $7.00 

All Dual Lands $5.50 

All other Revised cards are priced at 
the current Scrye Median price. 


STAR TREK® SINGLES 


THE DARK™ 

Apprentice Wizard $5.00 

Ball Lightning $8.00 

Baris Cage $6.00 

Blood Moon $7.00 

Cleansing $6.00 

Exorcist $8.00 

Frankenstein’s Monster $9.00 
Goblin Wizard $7.00 

Grave Robbers $6.00 

Hidden Path $5.00 

Leviathan $9.00 

Mana Clash $5.00 

Rag Man $6.00 

Preacher $8.00 

Scarwood Bandits $6.00 

Season of the Witch $7.00 

Sorrows Path $6.00 

Stone Calender $6.00 

Trackers $6.00 

Witch Hunt $7.00 

Worms of the Earth $6.00 

All other The Dark cards are priced at \ 
the current Scrye Median price. 


FALLEN EMPIRES™ 

All Fallen Empires singles available are priced 
at the Scrye Median price. 


STAR TREKTNG® 

Uni. Edition 


COMPLETE 

SETS 

Legends 

$1300 

The Dark 

$200 

Antiquities 

$350 

Revised 

$295 

Jyhad 

$275 

Fallen Empires 

$85 


Crusher 

Data 

Deanna Troi 

Picard 

Enterprise 

Crusher 

William Riker 

Worf 


$9.00 

$15.00 

$15.00 

$ 20.00 

$ 20.00 

$9.00 

S10.00 

$9.00 


All other cards priced at the 
current Scrye Median price. 


100 Uncommon 
100 Commons 


BUYING 

All sets, sealed boxes and out of print singles. 

PLEASE CALL TO ORDER 

Hours: M-F 10-6, Sat & Sun 12-5, Fax Available 24 hrs. 

ORDERS ONLY 1 - 800 - 875-9105 
FAX 612 - 541-9105 

Foreign orders welcome 612 - 541-1340 

Prices are subject to change without notice. 


$35.00 

$ 10.00 


CARD EMPORIUM 


ORDERING 

INSTRUCTIONS 


1. Minimum order $10.00 

2. $3.00 Minimum P&H 

3. American Express orders add 4% 

4. Phone reservations encouraged, orders held 7 days 


5. Money orders and Credit Cards 48 hr. service, 
personal checks held 10 business days 

6, Sorry, no C.O.D.s 

7 All cards NM/MT satisfaction guaranteed 


Scrye is a trademark of Scrye inc Magic 
of the Coast, Wizards of the Coast n 
Generation customizable card game 
Next Generation is a registered trademark 




Taking 

Pre-Orders 


ICE AGE 

Chronicles 


Starter Decks, Booster 
Packs (Arabian Nights, 
Antiquities, Legends, 
The Dark, Fallen Empires) 


We Buy/Sell 
Unopened Boxes, 
Coiiections & Singles 


Star Trek: 

The Next Generation 
Customizable Card Game 


Call us for Prices and Availability 

To order: 1-800-313 HERO (4376) Chicago & Vicinity: 1-708-980-1080 Fax: 1-708-980-1087 


Magic: The Gathering is a trademark of Wizards of the Coast. Wizards of the Coast is a registered trademark. Star Trek: The Next Generation Customizable Card Game is a trademark of Decipher Inc. Star Trek: The Next Generation is 
registered trademark of Paramount Pictures. Wyvern is a trademark of U.S. Game Systems. Jyhad is a trademark of Wizards of the Coast and White Wolf Game Studios. 

























Abu Ja’far 
Aladdin 

Aladdin’s Lamp 
Aladdin’s Ring 
Ali Baba 
Ali from Cairo 
Army of Allah (a) 
Army of Allah (b) 
Bazaar of Baghdad 
Bird Maiden (a) 

Bird Maiden (b) 
Bottle of Suleiman 
Brass Man 
Camel 

City in a Bottle 
City of Brass 
Cuombajj Witches 
Cyclone 

Dancing Scimitar 

Dandan 

Desert 

Desert Nomads 
Desert Twister 
Diamond Valley 
| Drop of Honey 
Ebony Horse 
El-Hajjaj 

Elephant Graveyard 
Erg Raiders (a) 

Erg Raiders (b) 
Erhnam Djinn 
Eye for an Eye 
Fishliver Oil (a) 

| Fishliver Oil (b) 

| Flying Carpet 
| Flying Men 
! Ghazban Ogre 
Giant Tortoise (a) 
Giant Tortoise (b) 

| Guardian Beast 
! Hasran Ogress (a) 
Hasran Ogress (b) 
Hurr Jackal 
I Ifh-Biff Efreet 
| Island Fish Jasconius 
Island of Wak-Wak 
Jandor’s Ring 


B 

Sum 

C 

B 

Sum 

C 

G 

Sum 

U 

W 

Ins 

U 

U 

ECr 

C 

U 

ECr 

C 

A 

M 

U 

U 

Sum 

C 

G 

Sum 

c 

U 

Sum 

c 

U 

Sum 

c 

B 

Sum 

u 

B 

Sum 

c 

B 

Sum 

c 

R 

Sum 

c 

G 

Sum 

u 

U 

Sum 

u 

Be 

L 

u 

A 

M 

u 


14.00 f 

20.00 f 

6.50 f 
7.00 

11.00 f 

50.00 * 
3.00 * 
3.00 f 
10.00 f 
3.00 f 

2.50 f 

8.00 f 
2.80 * 

2.50 f 
16.50 * 
12.00 * 

3.00 * 
7.00 * 
6.30 * 
2.00 
4.00 * 
3.00 * 

5.50 f 
30.00 f 
20.00 * 

8.00 * 
8.00 * 
25.00 * 
1.00 
1.00 
14.00 f 
8.00 f 
2.00 * 
2.00 * 
7.00 * 
2.80 * 
2.00 * 
2.00 f 
2.00 * 
50.00 * 
2.00 * 
2.00 * 
3.00 * 
15.00 f 
8.00 * 
25.00 * 
7.00 f 


Jandor’s Saddlebags 
Jeweled Bird 
Jihad 

Junun Efreet 
Juzam Djinn 
Khabal Ghoul 
King Suleiman 
Kird Ape 

Library of Alexandria 
Magnetic Mountain 
Merchant Ship 
Metamorphosis 
Mijae Djinn 
Moorish Cavalry (a) 
Moorish Cavalry (b) 
Mountain 
Nafs Asp (a) 

Nafs Asp (b) 

Oasis 

Old Man of the Sea 
Oubliette (a) 

Oubliette (b) 

Piety (a) 

Piety (b) 

Pyramids 

Repentant Blacksmith 
Ring of Ma’ruf 
Rukh Egg (a) 

Rukh Egg (b) 

Sandals of Abdallah 
Sandstorm 
Serendib Djinn 
Serendib Efreet 
Shahrazad 
Sindbad 
Singing Tree 
Sorceress Queen 
Stone-Throwing Devils l 
Stone-Throwing Devils l 
Unstable Mutation 
War Elephant (a) 

War Elephant (b) 

Wyluli Wolf (a) 

Wyluli Wolf (b) 

Yd wen Efreet 
TOTAL 


Color Type Rarity 


7.00 

8.80 

29.50 

15.00 


Median Lower 

W ** -T 


m 

6.80 f 
8.00 f 

25.00 f 
12.00 f 


B 

Sum 

U 

25.00 

18.00 * 

15.00 

B 

Sum 

U 

25.00 

20.00 f 

20.00 

W 

Sum 

U 

14.50 

13.00 f 

11.50 

R 

Sum 

C 

2.50 

1.00 

1.00 

Be 

L 

U 

22.75 

20.00 * 

16.50 

R 

E 

U 

10.00 

7.50 * 

4.50 

U 

Sum 

U 

8.00 

8.00 * 

7.00 

G 

Sor 

C 

3.00 

2.00 * 

1.50 

R 

Sum 

U 

9.00 

8.00 * 

6.80 

W 

Sum 

C 

4.80 

4.00 f 

3.00 

W 

Sum 

C 

4.90 

4.00 * 

3.30 

Be 

L 

U 

5.00 

5.00 * 

4.00 

G 

Sum 

C 

3.00 

2.00 * 

2.00 

G 

Sum 

C 

3.00 

2.00 * 

2.00 

Be 

L 

U 

8.50 

8.00 * 

6.00 

U 

Sum 

U 

34.25 

29.00 * 

25.25 

B 

E 

C 

6.00 

5.00 * 

4.10 

B 

E 

C 

5.80 

4.80 f 

4.00 

W 

Ins 

C 

4.40 

2.50 f 

2.00 

W 

Ins 

C 

3.80 

2.50 * 

2.00 

A 

P 

U 

25.00 

20.00 * 

18.25 

W 

Sum 

U 

15.75 

10.00 * 

9.00 

A 

M 

U 

24.25 

18.00 * 

15.00 

R 

Sum 

c 

9.50 

6.00 * 

6.00 

R 

Sum 

c 

6.00 

6.00 * 

5.50 

A 

M 

u 

9.60 

8.00 t 

6.30 

G 

Ins 

c 

4.70 

3.00 f 

2.30 

U 

Sum 

u 

15.00 

10.00 t 

9.00 

U 

Sum 

u 

15.00 

11.00 t 

9.90 

W 

Sor 

u 

18.75 

15.00 f 

14.50 

U 

Sum 

u 

15.00 

10.00 t 

8.30 

G 

Sum 

u 

35.00 

28.50 * 

25.00 

B 

Sum 

u 

10.00 

9.00 t 

8.30 

B 

Sum 

c 

4.30 

3.50 f 

2.90 

B 

Sum 

c 

4.00 

3.00 t 

2.90 

U 

ECr 

c 

2.30 

2.00 * 

1.30 

W 

Sum 

c 

4.00 

4.00 * 

3.30 

W 

Sum 

c 

4.50 

4.00 f 

3.30 

G 

Sum 

c 

5.00 

4.00 f 

3.30 

G 

Sum 

c 

4.80 

4.00 * 

3.00 


730.05 









■ 


z 


Amulet of Kroog 

A 

M 

C 

1.00 

1.00 


0.40 

Orcish Mechanics 

R 

Sum 

C 

1.00 

1.00 


0.60 

Argivian Archaeologist 

W 

S 

R 

25.00 

24.00 

* 

20.00 

Ornithopter 

A 

ACr 

C 

1.80 

1.00 


1.00 

Argivian Blacksmith 

W 

S 

U 

1.10 

1.00 


0.90 

Phyrexian Gremlins 

B 

Sum 

C 

2.00 

1.00 


1.00 

Argothian Pixies 

G 

S 

C 

1.00 

1.00 


0.80 

Power Artifact 

U 

EArt 

U 

4.00 

3.50 

* 

3.00 

Argothian Treefolk 

G 

S 

C 

1.00 

1.00 


1.00 

Powerleech 

G 

E 

U 

4.30 

4.00 

t 

3.00 

Armageddon Clock 

A 

C 

R 

6.00 

5.00 


4.30 

Priest of Yawgmoth 

B 

Sum 

C 

1.00 

1.00 


0.70 

Artifact Blast 

R 

Int 

C 

1.50 

1.00 


0.90 

Primal Clay 

A 

ACr 

U 

4.00 

4.00 

t 

3.00 

Artifact Possession 

B 

EArt 

C 

1.00 

1.00 


0.90 

Rakalite 

A 

P 

U 

4.00 

3.00 


3.00 

Artifact Ward 

W 

ECr 

C 

2.00 

2.00 

t 

1.00 

Reconstruction 

U 

Sor 

C 

1.00 

1.00 


0.60 

Ashnod’s Altar 

A 

P 

U 

4.00 

4.00 


3.80 

Reverse Polarity 

w 

Ins 

C 

1.00 

1.00 


0.50 

Ashnod’s Battle Gear 

A 

M 

U 

4.30 

4.00 


4.00 

Rocket Launcher 

A 

P 

U 

4.00 

3.00 


2.50 

Ashnod’s Transmogrant 

A 

M 

U 

4.50 

4.00 


3.50 

Sage of Lat-Nam 

U 

Sum 

C 

1.00 

1.00 


0.70 

Atog 

R 

S 

C 

1.00 

1.00 

t 

0.50 

Shapeshifter 

A 

ACr 

R 

13.75 

12.00 

t 

10.00 

Battering Ram 

A 

ACr 

C 

1.10 

1.00 


0.90 

Shatterstorm 

R 

Sor 

R 

7.00 

5.00 


4.80 

Bronze Tablet 

A 

M 

R 

11.00 

8.50 

* 

7.50 

Staff of Zegon 

A 

M 

C 

1.00 

1.00 


0.50 

Candelabra of Tawnos 

A 

M 

R 

20.50 

19.00 

* 

15.00 

Strip Mine, sm. twr in foreground 

Be 

L 

U 

10.00 

7.00 

t 

6.80 

Circle of Protection: Artifacts 

W 

E 

U 

15.75 

13.50 

* 

11.50 

Strip Mine, no twr, no horizon 

Be 

L 

U 

9.50 

7.00 

t 

7.00 

Citanul Druid 

G 

S 

U 

4.00 

3.80 

t 

3.00 

Strip Mine, horizon, even terraces 

Be 

L 

U 

10.00 

7.00 

t 

6.80 

Clay Statue 

A 

ACr 

C 

2.00 

1.00 


0.90 

Strip Mine, horizon, uneven terraces 

Be 

L 

U 

10.00 

7.00 

* 

7.00 

Clockwork Avian 

A 

ACr 

R 

15.00 

12.00 

t 

11.00 

Su-Chi 

A 

ACr 

U 

5.00 

4.00 

* 

3.40 

Colossus of Sardia 

A 

ACr 

R 

25.00 

20.00 

t 

18.75 

Tablet of Epityr 

A 

P 

C 

1.30 

1.00 


0.50 

Coral Helm 

A 

P 

R 

8.00 

8.00 


7.30 

Tawnos’s Coffin 

A 

M 

R 

19.00 

15.00 

t 

12.00 

Crumble 

G 

Ins 

C 

1.00 

1.00 


0.60 

Tawnos’s Wand 

A 

M 

U 

4.00 

4.00 

t 

3.00 

Cursed Rack 

A 

C 

C 

4.00 

4.00 

* 

2.80 

Tawnos’s Weaponry 

A 

M 

U 

4.00 

4.00 

t 

3.00 

Damping Field 

W 

E 

U 

4.00 

3.00 


3.00 

Tetravus 

A 

ACr 

R 

15.00 

14.00 

f 

11.50 

Detonate 

R 

Sor 

U 

4.00 

4.00 


4.00 

















The Rack 

A 

C 

u 

4.00 

3.00 


2.50 

Drafna’s Restoration 

U 

Sor 

C 

1.60 

1.00 


0.70 









Dragon Engine 

A 

ACr 

C 

1.50 

1.00 


0.90 

Titania’s Song 

G 

E 

U 

4.00 

4.00 

t 

3.00 

Dwarven Weaponsmith 

R 

Sum 

U 

3.00 

3.00 


3.00 

Transmute Artifact 

U 

Sor 

U 

4.00 

3.50 

t 

2.80 

Energy Flux 

U 

E 

U 

3.00 

3.00 

* 

1.50 

Triskelion 

A 

ACr 

R 

15.00 

12.00 

t 

10.00 

Feldon’s Cane 

A 

M 

U 

7.90 

6.50 

* 

5.00 

Urza’s Avenger 

A 

ACr 

R 

1 7.25 

15.00 

t 

12.25 

Gaea’s Avenger 

G 

Sum 

R 

1 7.00 

15.50 

t 

13.00 

Urza’s Chalice 

A 

P 

C 

2.00 

1.80 

t 

0.60 

Gate to Phyrexia 

B 

E 

U 

4.00 

3.50 

t 

3.00 

Urza’s Mine, clawed sphere 

Be 

L 

C 

3.00 

3.00 

* 

2.00 

Goblin Artisans 

R 

Sum 

U 

3.00 

3.00 


2.80 

Urza’s Mine, mouth 

Be 

L 

C 

3.00 

3.00 

* 

2.00 

Golgothian Sylex 

A 

M 

R 

10.00 

10.00 

t 

7.50 

Urza’s Mine, pulley 

Be 

L 

C 

3.00 

3.00 

t 

2.00 

Grapeshot Catapult 

A 

ACr 

C 

1.00 

1.00 


0.50 

Urza’s Mine, tower 

Be 

L 

c 

3.00 

3.00 

t 

2.00 

Haunting Wind 

B 

E 

U 

3.00 

3.00 


3.00 

Urza’s Miter 

A 

P 

R 

10.00 

8.00 

t 

6.30 

Hurkyl’s Recall 

U 

Ins 

R 

8.00 

7.00 

* 

5.00 

Urza’s Power Plant, bug 

Be 

L 

C 

3.00 

2.50 

t 

2.00 

Ivory Tower 

A 

C 

U 

7.00 

6.00 

t 

4.50 

Urza’s Power Plant, columns 

Be 

L 

C 

3.00 

3.00 

* 

2.00 

jalum Tome 

A 

M 

R 

6.00 

6.00 

t 

5.00 

Urza’s Power Plant, sphere 

Be 

L 

C 

3.00 

2.50 

t 

2.00 

Martyrs of Korlis 

W 

Sum 

U 

5.00 

5.00 


4.20 

Urza’s Power Plant, rock in pot 

Be 

L 

C 

3.00 

3.00 

t 

2.00 

Mightstone 

A 

C 

U 

4.00 

4.00 

t 

3.00 

Urza’s Tower, forest 

Be 

L 

C 

3.00 

2.80 

t 

2.00 

Millstone 

A 

M 

U 

4.00 

4.00 

t 

3.50 

Urza’s Tower, mountains 

Be 

L 

C 

3.00 

3.00 

t 

2.00 

Mishra’s Factory, autumn 

Be 

L 

U 

9.50 

7.30 

* 

6.60 

Urza’s Tower, plains 

Be 

L 

C 

3.00 

3.00 

t 

2.00 

Mishra’s Factory, spring/ bl. balloon 

Be 

L 

U 

7.90 

7.00 

* 

7.00 

Urza’s Tower, shore 

Be 

L 

C 

3.00 

3.00 

* 

2.00 

Mishra’s Factory, summer 

Be 

L 

U 

10.00 

7.00 

t 

6.50 

Wall of Spears 

A 

ACr 

u 

4.00 

4.00 


3.00 

Mishra’s Factory, winter 

Be 

L 

U 

12.00 

7.50 

* 

7.00 

Weakstone 

A 

C 

u 

4.00 

3.00 


3.00 

Mishra’s War Machine 

A 

ACr 

R 

7.80 

6.00 


6.00 

Xenic Poltergeist 

B 

Sum 

u 

3.00 

3.00 


3.00 

Mishra’s Workshop 

Be 

L 

R 

15.00 

13.75 

t 

11.25 

Yawgmoth Demon 

B 

Sum 

R 

18.00 

15.00 


15.00 

Obelisk of Undoing 

A 

M 

R 

14.00 

12.00 

* 

12.00 

Yotian Soldier 

A 

ACr 

C 

2.00 

2.00 


2.00 

Onulet 

A 

ACr 

U 

3.30 

3.00 


2.80 

TOTAL 




599.15 

516.45 


436.85 


m J 
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Evil Eye of Orms-By-Gore 

B 

Sum 

U 

6.40 

5.00 

t 

Fallen Angel 

B 

Sum 

U 

8.50 

7.00 

* 

Falling Star 

R 

Sor 

R 

15.00 

12.00 

t 

Feint 

R 

Ins 

C 

1.00 

1.00 


Field of Dreams 

U 

EW 

R 

12.00 

11.00 

t 

Fire Sprites 

G 

Sum 

C 

1.00 

1.00 


Firestorm Phoenix 

R 

Sum 

R 

21.00 

18.00 

t 

Flash Counter 

U 

Int 

C 

1.00 

1.00 

t 

Flash Flood 

U 

Ins 

C 

1.00 

1.00 


Floral Spuzzem 

G 

Sum 

U 

4.80 

4.00 


Force Spike 

U 

Int 

C 

1.30 

1.00 

t 

Forethought Amulet 

Be 

A 

R 

14.00 

12.00 

* 

Fortified Area 

W 

E 

U 

5.00 

4.00 

t 

Frost Giant 

R 

Sum 

U 

6.00 

5.00 

* 

Gabriel Angelfire 

Gld 

SmL 

R 

15.00 

14.50 

* 

Gaseous Form 

U 

ECr 

C 

1.30 

1.00 


Gauntlets of Chaos 

Be 

A 

R 

15.25 

14.00 

t 

Ghosts of the Damned 

B 

Sum 

C 

1.00 

1.00 

* 

Giant Slug 

B 

Sum 

C 

1.00 

1.00 


Giant Strength 

R 

ECr 

C 

1.10 

1.00 

t 

Giant Turtle 

G 

Sum 

C 

1.00 

1.00 

* 

Glyph of Delusion 

U 

Ins 

C 

1.20 

1.00 


Glyph of Destruction 

R 

Ins 

C 

1.20 

1.00 


Glyph of Doom 

B 

Ins 

C 

1.00 

1.00 


Glyph of Life 

W 

Ins 

C 

1.00 

1.00 


Glyph of Reincarnation 

G 

Ins 

C 

1.30 

1.00 

* 

Gosta Dirk 

Gld 

SmL 

R 

14.25 

12.00 

* 

Gravity Sphere 

R 

EW 

R 

19.25 

16.00 

t 

Great Defender 

W 

Ins 

U 

6.00 

4.00 

* 

Great Wall 

W 

E 

U 

6.00 

4.50 

* 

Greater Rim of Preservation W 

E 

U 

9.00 

7.00 

t 

Greed 

B 

E 

R 

11.75 

10.00 

t 

Green Mana Battery 

Be 

A 

U 

8.50 

7.00 

* 

Gwendlyn Di Corci 

Gld 

SmL 

R 

14.50 

13.00 

t 

Halfdane 

Gld 

SmL 

R 

13.50 

12.00 

t 

Hammerheim 

Be 

LL 

U 

6.00 

5.00 

* 

Hazezon Tamar 

Gld 

SmL 

R 

18.50 

15.00 

t 

Headless Horseman 

B 

Sum 

C 

1.50 

1.00 

t 

Heaven’s Gate 

W 

Ins 

U 

5.80 

4.00 

t 

Hell Swarm 

B 

Ins 

C 

1.30 

1.00 


Hell’s Caretaker 

B 

Sum 

R 

20.00 

18.00 

* 

Hellfire 

B 

Sor 

R 

18.75 

16.75 

* 

Holy Day 

W 

Ins 

C 

1.50 

1.00 

t 

Horn of Deafening 

Be 

A 

R 

12.00 

12.00 


Hornet Cobra 

G 

Sum 

C 

1.10 

1.00 

t 

Horror of Horrors 

B 

E 

U 

6.00 

5.00 

* 

Hunding Gjornersen 

Gld 

SmL 

U 

6.80 

5.80 

* 

Hyperion Blacksmith 

R 

Sum 

U 

5.30 

5.00 

* 

Ichneumon Druid 

G 

Sum 

U 

5.00 

5.00 

* 

Immolation 

R 

ECr 

C 

1.80 

1.00 

t 

Imprison 

B 

ECr 

R 

12.00 

10.50 

t 

In the Eye of Chaos 

U 

EW 

R 

12.00 

11.50 

* 

Indestrucible Aura 

W 

Ins 

C 

1.00 

1.00 

t 

Infernal Medusa 

B 

Sum 

U 

7.50 

6.00 

* 

Infinite Authority 

W 

ECr 

R 

15.00 

13.00 

t 

Invoke Prejudice 

U 

E 

R 

15.00 

14.00 

t 

Ivory Guardians 

W 

Sum 

U 

6.50 

5.00 

* 

Jacques le Vert 

Gld 

SmL 

R 

15.00 

13.00 

t 

Jasmine Boreal 

Gld 

SmL 

U 

6.00 

5.00 

t 

Jedit Ojanen 

Gld 

SmL 

U 

6.00 

5.80 

* 

Jerrard of the Closed Fist 

Gld 

SmL 

LI 

7.00 

5.50 

t 

Johan 

Gld 

SmL 

R 

22.00 

16.00 

t 

Jovial Evil 

B 

Sor 

R 

15.00 

12.00 

t 

Juxtapose 

U 

Sor 

R 

12.00 

12.00 

* 

Karakas 

Be 

LL 

U 

5.00 

5.00 

t 

Kasimir the Lone Wolf 

Gld 

SmL 

U 

6.00 

5.50 

* 

Keepers of the Faith 

W 

Sum 

C 

1.10 

1.00 

* 

Kei Takahashi 

Gld 

SmL 

R 

14.75 

13.00 

t 

Killer Bees 

G 

Sum 

R 

30.00 

25.00 

t 

Kismet 

W 

E 

U 

10.00 

8.40 

* 

Knowledge Vault 

Be 

A 

R 

12.00 

12.00 

* 

Kobold Drill Sergeant 

R 

Sum 

U 

7.10 

6.00 

* 

Kobold Overlord 

R 

Sum 

R 

15.00 

14.00 

t 

Kobold Taskmaster 

R 

Sum 

U 

7.10 

6.00 

* 

Kobolds of Kher Keep 

R 

Sum 

C 

1.10 

1.00 

t 

Kry Shield 

Be 

A 

U 

5.30 

4.00 

t 

Lady Caleria 

Gld 

SmL 

R 

14.25 

12.50 

* 

Lady Evangela 

Gld 

SmL 

R 

14.00 

12.00 

t 
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Abomination 
Acid Rain 
Active Volcano 
Adun Oakenshield 
Adventurer’s Guildhouse 
Aisling Leprechaun 
Akron Legionnaire 
Al-abara’s Carpet 
Alabaster Potion 
Alchor’s Tomb 
All Hallow’s Eve 
Amrou Kithkin 
Angelic Voices 
Angus Mackenzie 
Anti-Magic Aura 
Arboria 

Arcades Sabboth 
Arena of the Ancients 
Avoid Fate 
Axelrod Gunnarson 
Ayesha Tanaka 
Azure Drake 
Backdraft 
Backfire 
Barbary Apes 
Barktooth Warbeard 
Bartel Runeaxe 
Beasts of Bogardan 
Black Mana Battery 
Blazing Effigy 
j Blight 
| Blood Lust 
! Blue Mana Battery 
j Boomerang 
Boris Devilboon 
Brine Hag 
Bronze Horse 
Carrion Ants 
I Cat Warriors 
Cathedral of Serra 
] Caverns of Despair 
Chain Lightning 
| Chains of Mephistopheles 
* Chromium 
Cleanse 

Clergy of the Holy Nimbus 
| Cocoon 

Concordant Crossroads 
Cosmic Horror 
| Craw Giant 
Crevasse 

j Crimson Kobolds 
I Crimson Manticore 
i Crookshank Kobolds 
Cyclopean Mummy 
D’Avenant Archer 
Dakkon Blackblade 
Darkness 
Deadfall 

Demonic Torment 
Devouring Deep 
Disharmony 
Divine Intervention 
Divine Offering 
| Divine Transformation 
| Dream Coat 
Durkwood Boars 
Dwarven Song 
Elder Land Wurm 
Elder Spawn 
Elven Riders 
Emerald Dragonfly 
Enchanting Being 
Enchantment Alteration 
| Energy Tap 
| Equinox 
Eternal Warrior 
Eureka 


B 

Sum 

U 

6.00 

U 

Sor 

R 

16.50 

R 

Ins 

C 

1.10 

Gld 

SmL 

R 

15.00 

Be 

L 

U 

3.00 

G 

Sum 

C 

1.10 

W 

Sum 

R 

14.00 

Be 

A 

R 

14.00 

W 

Ins 

C 

1.00 

Be 

A 

R 

12.00 

B 

Sor 

R 

30.00 

W 

Sum 

C 

1.00 

W 

E 

R 

16.50 

Gld 

SmL 

R 

15.00 

U 

ECr 

C 

1.10 

G 

EW 

U 

5.00 

Gld 

Sum 

R 

30.00 

Be 

A 

R 

12.00 

G 

Int 

C 

1.30 

Gld 

SmL 

R 

14.00 

Gld 

SmL 

R 

12.25 

U 

Sum 

U 

6.50 

R 

Ins 

U 

5.00 

U 

ECr 

U 

5.00 

G 

Sum 

C 

1.50 

Gld 

SmL 

U 

6.00 

Gld 

SmL 

R 

14.00 

R 

Sum 

U 

6.00 

Be 

A 

U 

8.10 

R 

Sum 

C 

1.50 

B 

EL 

U 

5.00 

R 

Ins 

U 

7.50 

Be 

A 

U 

8.00 

U 

Ins 

C 

1.50 

Gld 

SmL 

R 

15.00 

U 

Sum 

U 

5.00 

Be 

ACr 

R 

12.00 

B 

Sum 

R 

31.50 

G 

Sum 

C 

1.10 

Be 

L 

U 

4.00 

R 

EW 

R 

12.00 

R 

Sor 

C 

2.00 

B 

E 

R 

14.00 

Gld 

SmL 

R 

32.00 

W 

Sor 

R 

1 7.75 

W 

Sum 

C 

1.10 

G 

ECr 

U 

6.00 

G 

EW 

R 

15.00 

B 

Sum 

R 

12.00 

G 

Sum 

U 

15.00 

R 

E 

U 

5.00 

R 

Sum 

C 

1.00 

R 

Sum 

R 

12.75 

R 

Sum 

C 

1.00 

B 

Sum 

C 

1.00 

W 

Sum 

C 

1.00 

Gld 

SmL 

R 

27.25 

B 

Ins 

C 

1.60 

G 

E 

U 

5.00 

B 

ECr 

U 

5.00 

U 

Sum 

C 

1.00 

R 

Ins 

R 

12.00 

W 

E 

R 

15.50 

W 

Ins 

C 

1.50 

W 

ECr 

R 

15.00 

U 

ECr 

U 

5.10 

G 

Sum 

C 

1.30 

R 

Ins 

U 

5.10 

W 

Sum 

R 

13.75 

U 

Sum 

R 

12.00 

G 

Sum 

R 

14.00 

G 

Sum 

C 

1.10 

W 

Sum 

c 

1.30 

U 

Ins 

c 

2.00 

U 

Sor 

c 

1.30 

W 

EL 

c 

2.00 

R 

ECr 

u 

6.90 

G 

Sor 

R 

18.50 




5.50 

* 

4.60 

15.00 

* 

12.50 

1.00 

* 

0.80 

12.00 


12.00 

3.00 


3.00 

1.00 

t 

0.80 

12.00 

t 

12.00 

12.00 

t 

11.00 

1.00 

t 

0.90 

12.00 

* 

10.00 

22.00 

* 

20.00 

1.00 

* 

0.90 

14.25 

* 

13.75 

12.50 

t 

12.00 

1.00 


1.00 

4.00 


4.00 

28.00 

* 

25.00 

10.50 

* 

10.00 

1.00 

t 

1.00 

12.50 

t 

12.00 

11.00 

t 

10.00 

5.00 

* 

4.80 

4.00 

t 

4.00 

4.00 

* 

3.90 

1.00 

t 

0.90 

6.00 

* 

5.00 

13.00 

* 

11.00 

5.00 

t 

4.90 

8.00 

* 

6.90 

1.00 

* 

1.00 

5.00 

t 

4.00 

6.00 

* 

6.00 

7.00 

* 

6.90 

1.00 

t 

1.00 

13.00 

t 

12.00 

5.00 

* 

4.90 

12.00 

* 

10.00 

30.00 

t 

23.50 

1.00 

* 

1.00 

3.00 


3.00 

11.00 

* 

10.00 

2.00 


1.00 

12.00 

t 

12.00 

28.00 

* 

25.00 

15.75 

t 

15.00 

1.00 

t 

1.00 

5.00 

* 

4.50 

13.00 

* 

10.00 

12.00 

* 

11.00 

10.00 

t 

8.80 

4.00 

* 

4.00 

1.00 

* 

0.60 

10.50 

t 

10.00 

1.00 

* 

0.60 

1.00 

t 

0.60 

1.00 


1.00 

25.00 

* 

22.00 

1.30 

* 

1.00 

4.00 

t 

4.00 

5.00 

t 

4.00 

1.00 


0.50 

12.00 

t 

10.75 

12.00 

t 

11.00 

1.00 


1.00 

14.75 

t 

14.00 

4.50 

t 

4.00 

1.00 

* 

1.00 

4.00 

t 

4.00 

12.00 

t 

12.00 

10.00 

t 

10.00 

12.00 

t 

10.00 

1.00 

* 

0.90 

1.00 


1.00 

1.50 

t 

1.00 

1.00 


1.00 

1.50 

t 

1.00 

6.00 

t 

5.10 

15.00 

t 

15.00 



10.00 

5.80 

12.00 

5.10 

0.90 

3.90 

11.75 

10.75 


5.00 
6.30 
00 
1.00 
10.00 
0.80 
6.00 
0.90 
0.80 
4.00 
0.90 
11.00 
4.00 
4.00 
13.25 
0.90 
13.00 
0.60 
0.60 
0.90 
0.80 
0.60 
0.60 
0.60 
0.60 
1.00 
10.00 
15.00 
4.00 
4.00 
7.00 
10.00 
6.60 
12.00 
10.00 
4.00 
12.75 
0.90 
3.80 
1.00 
15.00 
15.00 
1.00 
10.00 
0.90 
5.00 
5.00 
4.00 

3.50 

1.00 

10.00 

10.00 

1.00 

5.00 

12.00 

12.00 

5.00 

12.00 

5.00 

5.00 

5.00 

13.00 

10.00 

10.00 

4.50 
4.00 
1.00 

12.00 

20.00 

7.60 








^ y^ 


l ! 




Color Type Rarity 


Median 



Color Type Rarity 


mm 


r . 


Lady Orca 
Land Equilibrium 
Land Tax 
Land’s Edge 
Lesser Werewolf 
Life Chisel 
; Life Matrix 
j Lifeblood 
| Living Plane 
I Livonya Silone 
Lord Magnus 
Lost Soul 
Mana Drain 
I Mana Matrix 
| Marble Priest 
Marhault Elsdragon 
Master of the Hunt 
Mirror Universe 
Moat 

Mold Demon 
Moss Monster 
Mountain Stronghold 
I Mountain Yeti 
Nebuchadnezzar 
Nether Void 
Nicol Bolas 
North Star 
j Nova Pentacle 
j Osai Vultures 
j Palladia-Mors 
Part Water 
Pavel Maliki 
I Pendelhaven 
Petra Sphinx 
Pit Scorpion 
I Pixie Queen 
Planar Gate 
Pradesh Gypsies 
I Presence of the Master 
Primordial Ooze 
Princess Lucrezia 
| Psionic Entity 
j Psychic Purge 
Puppet Master 
Pyrotechnics 
s Quagmire 

Quarum Trench Gnomes 
j Rabid Wombat 
Radjan Spirit 
Raging Bull 
Ragnar 

Ramirez DePietro 
Ramses Overdark 
Rapid Fire 

Rasputin Dreamweaver 
(Ae)rathi Berserker 
Rebirth 
Recall 

Red Mana Battery 
Reincarnation 
Relic Barrier 
Relic Bind 

Remove Enchantments 

Remove Soul 

Reset 

Revelation 

Reverberation 

Righteous Avengers 

Ring of Immortals 

Riven Turnbull 

Rohgahh of Kher Keep 

Rubinia Soulsinger 

Rust 

| Sea King’s Blessing 
Seafarer’s Quay 
Seeker 

Segovian Leviathan 
Sentinel 



Gld 

SmL 

U 

6.00 

5.80 

t 

5.00 

Serpent Generator 

Be 

A 

R 

U 

E 

R 

13.25 

11.50 

* 

10.00 

Shelkin Brownie 

G 

Sum 

C 

W 

E 

U 

8.00 

7.30 

t 

6.00 

Shield Wall 

W 

Ins 

U 

R 

EW 

R 

15.00 

12.00 

* 

11.00 

Shimian Night Stalker 

B 

Sum 

U 

B 

Sum 

U 

6.00 

5.00 

t 

4.90 

Silhouette 

U 

Ins 

U 

Be 

A 

U 

5.50 

5.00 

* 

4.00 

Sir Shandlar of Eberyn 

Gld 

SmL 

U 

Be 

A 

R 

13.75 

12.00 

* 

11.50 

Sivitri Scarzam 

Gld 

SmL 

U 

W 

E 

R 

13.50 

12.00 

t 

11.00 

Sol’kanar the Swamp King 

Gld 

SmL 

R 

G 

EW 

R 

12.00 

12.00 

* 

11.50 

Spectral Cloak 

U 

ECr 

U 

Gld 

SmL 

R 

15.00 

13.00 

t 

12.00 

Spinal Villian 

R 

Sum 

R 

Gld 

SmL 

U 

6.00 

5.80 

t 

4.80 

Spirit Link 

W 

ECr 

U 

B 

Sum 

C 

1.30 

1.00 

* 

0.90 

Spirit Shackle 

B 

ECr 

C 

U 

Int 

U 

12.50 

8.00 

t 

6.40 

Spiritual Sanctuary 

W 

E 

R 

Be 

A 

R 

15.00 

12.00 

t 

10.50 

Stangg 

Gld 

SmL 

R 

Be 

ACr 

U 

6.00 

5.00 

* 

4.00 

Storm Seeker 

G 

Ins 

U 

Gld 

SmL 

U 

7.10 

6.00 


5.10 

Storm World 

R 

EW 

R 

G 

Sum 

R 

2 7.00 

24.00 

t 

20.00 

Subdue 

G 

Ins 

C 

Be 

A 

R 

46.25 

37.50 

* 

33.75 

Sunastian Falconer 

Gld 

SmL 

U 

W 

E 

R 

22.00 

17.75 

t 

15.25 

Sword of the Ages 

Be 

A 

R 

B 

Sum 

R 

12.00 

10.50 

t 

9.50 

Sylvan Library 

G 

E 

U 

G 

Sum 

C 

1.50 

1.00 

t 

0.90 

Sylvan Paradise 

G 

Ins 

U 

Be 

L 

U 

4.00 

3.00 


3.00 

Syphon Soul 

B 

Sor 

C 

R 

Sum 

U 

6.00 

5.00 

t 

4.50 

Takklemaggot 

B 

ECr 

U 

Gld 

SmL 

R 

18.00 

16.00 

* 

15.00 

Telekinesis 

U 

Ins 

R 

B 

EW 

R 

17.00 

13.50 

* 

10.25 

Teleport 

U 

Ins 

R 

Gld 

SmL 

R 

35.00 

29.00 

* 

25.00 

Tempest Efreet 

R 

Sum 

R 

Be 

A 

R 

I 7.00 

15.00 

t 

13.25 

Tetsuo Umezawa 

Gld 

SmL 

R 

Be 

A 

R 

14.25 

12.50 

t 

10.75 

The Abyss 

B 

EW 

R 

W 

Sum 

C 

1.30 

1.00 


1.00 

The Brute 

R 

ECr 

C 

Gld 

SmL 

R 

30.00 

26.25 

t 

25.00 

The Lady of the Mountain 

Gld 

SmL 

U 

U 

Sor 

U 

5.50 

4.00 

t 

3.80 

The Tabernacle at Pendrl VI Be 

LL 

R 

Gld 

SmL 

U 

6.00 

5.30 

t 

4.00 

The Wretched 

B 

Sum 

R 

Be 

LL 

U 

5.00 

5.00 

t 

4.00 

Thunder Spirit 

W 

Sum 

R 

W 

Sum 

R 

14.00 

12.00 

* 

10.50 

Time Elemental 

U 

Sum 

R 

B 

Sum 

C 

1.10 

1.00 


1.00 

Tobias Andrion 

Gld 

SmL 

U 

G 

Sum 

R 

14.00 

13.00 

t 

12.00 

Tolaria 

Be 

LL 

U 

Be 

A 

R 

15.00 

12.00 

* 

10.00 

Tor Wauki 

Gld 

SmL 

U 

G 

Sum 

U 

5.00 

5.00 

t 

4.00 

Torsten Von Ursus 

Gld 

SmL 

U 

W 

E 

U 

6.60 

6.00 

t 

5.00 

Touch of Darkness 

B 

Ins 

U 

R 

Sum 

U 

5.50 

5.00 

t 

4.50 

Transmutation 

B 

Ins 

C 

Gld 

SmL 

U 

6.00 

5.50 

* 

5.00 

Triassic Egg 

Be 

A 

R 

U 

Sum 

R 

12.25 

10.50 

t 

9.50 

Tuknir Deathlock 

Gld 

SmL 

R 

U 

Sor 

C 

1.50 

1.00 


1.00 

Tundra Wolves 

W 

Sum 

C 

U 

ECr 

U 

5.00 

4.00 


3.80 

Typhoon 

G 

Sor 

R 

R 

Sor 

C 

1.80 

1.00 

* 

1.00 

Undertow 

U 

E 

U 

B 

E 

U 

5.00 

4.00 

* 

3.00 

Underworld Dreams 

B 

E 

U 

R 

Sum 

R 

13.00 

10.00 

* 

10.00 

Unholy Citadel 

Be 

L 

U 

G 

Sum 

U 

10.25 

9.30 

* 

7.20 

Untamed Wilds 

G 

Sor 

U 

G 

Sum 

U 

5.30 

5.00 

t 

4.00 

Ur-Drago 

Gld 

SmL 

R 

R 

Sum 

C 

1.50 

1.00 

t 

0.80 

Urborg 

Be 

LL 

U 

Gld 

SmL 

R 

14.00 

12.00 

t 

10.00 

Vaevictis Asmadi 

Gld 

SmL 

R 

Gld 

SmL 

U 

6.00 

6.00 

* 

5.00 

Vampire Bats 

B 

Sum 

C 

Gld 

SmL 

R 

15.00 

13.50 

* 

12.00 

Venarian Gold 

U 

ECr 

C 

W 

Ins 

R 

12.00 

10.00 

* 

8.00 

Visions 

W 

Sor 

U 

Gld 

SmL 

R 

15.00 

12.00 

* 

12.00 

Voodoo Doll 

Be 

A 

R 

R 

Sum 

U 

6.00 

5.00 

* 

4.00 

Walking Dead 

B 

Sum 

C 

G 

Sor 

R 

12.00 

10.50 

* 

9.50 

Wall of Caltrops 

W 

Sum 

C 

U 

Sor 

R 

1 7.25 

15.00 

t 

12.75 

Wall of Dust 

R 

Sum 

u 

Be 

A 

U 

8.00 

7.00 

t 

6.50 

Wall of Earth 

R 

Sum 

c 

G 

Ins 

U 

6.00 

4.00 


4.00 

Wall of Heat 

R 

Sum 

c 

Be 

A 

U 

6.00 

4.00 

* 

4.00 

Wall of Light 

W 

Sum 

u 

U 

EArt 

U 

5.30 

4.00 


3.90 

Wall of Opposition 

R 

Sum 

R 

W 

Ins 

C 

1.50 

1.00 


0.90 

Wall of Putrid Flesh 

B 

Sum 

U 

U 

Int 

C 

1.80 

1.00 

* 

1.00 

Wall of Shadows 

B 

Sum 

C 

U 

Int 

u 

7.00 

5.50 

* 

3.80 

Wall of Tombstones 

B 

Sum 

U 

G 

EW 

R 

13.50 

10.75 

* 

8.50 

Wall of Vapor 

U 

Sum 

c 

U 

Ins 

R 

13.25 

11.00 

* 

10.00 

Wall of Wonder 

U 

Sum 

u 

W 

Sum 

U 

6.30 

5.50 

* 

5.00 

Whirling Dervish 

G 

Sum 

u 

Be 

A 

R 

15.00 

12.00 

t 

9.80 

White Mana Battery 

Be 

A 

u 

Gld 

SmL 

U 

8.00 

6.00 

* 

5.00 

Willow Satyr 

G 

Sum 

R 

Gld 

SmL 

R 

17.25 

14.50 

t 

11.50 

Winds of Change 

R 

Sor 

U 

Gld 

SmL 

R 

17.25 

15.00 

* 

13.25 

Winter Blast 

G 

Sor 

R 

G 

Int 

C 

3.00 

1.50 

t 

1.00 

Wolverine Pack 

G 

Sum 

C 

U 

Ins 

U 

4.10 

3.30 

t 

2.90 

Wood Elemental 

G 

Sum 

R 

Be 

L 

U 

5.00 

4.00 

t 

3.00 

Xira Arien 

Gld 

SmL 

R 

W 

ECr 

U 

5.00 

5.00 

t 

4.00 

Zephyr Falcon 

U 

Sum 

C 

U 

Sum 

U 

5.50 

5.00 

t 

4.00 

TOTAL 




Be 

ACr 

R 

14.75 

12.00 

t 

10.25 






23.00 

18.00 

t 

15.00 

1.50 

1.30 

t 

1.00 

6.00 

4.00 

* 

4.00 

6.30 

5.80 

t 

4.80 

5.00 

4.50 

t 

4.00 

6.00 

6.00 

* 

5.00 

6.80 

6.00 

t 

5.00 

21.00 

18.00 

* 

14.00 

8.50 

6.50 

t 

6.00 

1 7.00 

15.00 

t 

10.00 

14.00 

10.00 

t 

8.00 

1.80 

1.50 

t 

1.00 

13.00 

11.00 

t 

10.00 

15.00 

12.50 

* 

10.75 

10.50 

9.50 

t 

8.60 

11.75 

10.00 


8.50 

3.40 

1.50 

* 

1.00 

7.00 

6.00 

t 

5.00 

25.00 

21.50 

t 

20.00 

6.10 

6.00 

t 

4.00 

5.00 

4.00 


2.40 

1.50 

1.00 


1.00 

5.30 

4.50 

t 

4.00 

12.00 

10.00 

* 

9.00 

12.00 

10.00 

t 

9.80 

12.00 

10.00 

* 

10.00 

16.00 

15.00 

t 

15.00 

20.00 

16.50 

* 

15.00 

1.30 

1.00 


1.00 

6.00 

6.00 

t 

5.00 

18.00 

15.00 

t 

12.00 

30.50 

26.00 

t 

25.00 

25.00 

21.00 

t 

16.00 

22.00 

20.00 

t 

19.00 

6.00 

5.00 

t 

4.00 

5.00 

5.00 

* 

4.00 

6.00 

6.00 

t 

5.00 

6.00 

5.50 

* 

4.00 

5.00 

4.00 


3.90 

1.60 

1.00 


1.00 

12.75 

10.50 

t 

10.00 

14.00 

13.00 

t 

8.00 

1.40 

1.00 


1.00 

12.00 

11.50 

* 

7.80 

5.00 

5.00 

t 

4.00 

12.00 

10.50 

* 

9.30 

4.00 

4.00 

* 

3.00 

5.50 

5.00 

t 

4.10 

15.00 

12.50 

* 

11.50 

5.00 

4.00 

t 

4.00 

30.00 

2 7.50 

t 

25.00 

1.00 

1.00 

t 

0.90 

2.00 

1.50 

* 

1.00 

6.00 

5.00 

* 

5.00 

13.00 

11.00 

t 

10.00 

1.30 

1.00 

t 

1.00 

1.50 

1.00 


1.00 

5.00 

4.00 

* 

3.80 

1.30 

1.00 

t 

1.00 

1.50 

1.00 


1.00 

5.60 

4.00 


4.00 

13.25 

10.00 

* 

10.00 

5.80 

5.00 

t 

4.00 

1.50 

1.00 


1.00 

5.30 

4.50 

t 

3.90 

1.80 

1.00 

t 

1.00 

6.00 

5.00 

* 

4.00 

8.00 

7.00 

t 

6.00 

9.00 

7.30 

t 

6.00 

14.00 

12.00 

t 

10.00 

6.40 

6.00 

* 

6.00 

14.25 

12.00 

t 

11.25 

1.40 

1.00 

t 

1.00 

12.00 

11.00 

* 

10.00 

14.25 

12.50 

t 

10.00 

2.00 

2.00 

* 

1.00 

2832.90 

2430.75 


2144.90 


Upward Beard Jr. & 
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Amnesia 

U 

Sor 

U 

4.00 

Angry Mob 

W 

Sum 

U 

6.00 

Apprentice Wizard 

U 

Sum 

R 

6.00 

Ashes to Ashes 

B 

Sor 

C 

1.00 

Ball Lightning 

R 

Sum 

R 

10.00 

Banshee 

B 

Sum 

U 

4.50 

Bari’s Cage 

A 

Art 

R 

7.00 

Blood Moon 

R 

E 

R 

8.00 

Blood of the Martyr 

W 

Ins 

U 

4.00 

Bog Imp 

B 

Sum 

C 

1.00 

Bog Rats 

B 

Sum 

C 

1.00 

Bone Flute 

A 

Art 

U 

3.00 

Book of Rass 

A 

Art 

U 

4.00 

Brainwash 

W 

E 

C 

1.00 

Brothers of Fire 

R 

Sum 

U 

4.00 

Carnivorous Plant 

G 

Sum 

C 

1.00 

Cave People 

R 

Sum 

U 

3.00 

City of Shadows 

L 

L 

R 

7.00 

Cleansing 

W 

Sor 

R 

7.00 

Coal Golem 

A 

Art 

U 

4.00 

Curse Artifact 

B 

E 

U 

3.00 

Dance of Many 

U 

E 

R 

7.00 

Dark Heart of the Wood 

Gld 

Sum 

C 

1.00 

Dark Sphere 

A 

Art 

u 

4.00 

Deep Water 

U 

E 

c 

1.00 

Diabolic Machine 

A 

Art 

u 

4.00 

Drowned 

U 

Sum 

c 

1.00 

Dust to Dust 

W 

Sor 

c 

1.00 

Eater of the Dead 

B 

Sum 

u 

4.00 

Electric Eel 

U 

Sum 

u 

2.00 

j Elves of Deep Shadows 

G 

Sum 

u 

3.00 

Erosion 

U 

E 

c 

1.00 

Eternal Flame 

R 

Sor 

R 

7.00 

Exorcist 

W 

Sum 

R 

9.00 

| Fasting 

W 

E 

U 

4.00 

Fellwar Stone 

A 

Art 

U 

5.00 

1 Festival 

W 

Ins 

c 

1.00 

Fire and Brimstone 

W 

Ins 

u 

3.80 

Fire Drake 

R 

Sum 

u 

4.00 

! Fissure 

R 

Ins 

c 

1.00 

| Flood 

U 

E 

u 

4.00 

| Fountain of Youth 

A 

Art 

u 

5.00 

1 Frankenstein’s Monster 

B 

Sum 

R 

10.00 

Gaea’s Touch 

G 

E 

C 

1.00 

Ghost Ship 

U 

Sum 

c 

1.00 

Giant Shark 

U 

Sum 

c 

1.00 

Goblin Caves 

R 

E 

c 

1.00 

Goblin Digging Team 

R 

Sum 

c 

1.00 

; Goblin Hero 

R 

Sum 

c 

1.00 

| Goblin Rock Sled 

R 

Sum 

c 

1.00 

| Goblin Shrine 

R 

E 

c 

1.00 

1 Goblin Wizard 

R 

Sum 

R 

8.00 

| Goblins of the Flarg 

R 

Sum 

c 

1.00 

| Grave Robbers 

B 

Sum 

R 

6.80 

I Hidden Path 

G 

E 

R 

7.00 

| Holy Light 

W 

Ins 

C 

1.00 

Inferno 

R 

Ins 

R 

7.00 

J Inquisition 

B 

Sor 

C 

1.00 

i Knights of Thorn 

W 

Sum 

R 

7.50 

I Land Leeches 

G 

Sum 

C 

1.00 


Leviathan 
Living Armor 
Lurker 
Mana Clash 
Mana Vortex 
Marsh Gas 
Marsh Goblins 
Marsh Viper 
Martyr’s Cry 
Maze of Ith 
Merfolk Assassin 
Mind Bomb 
Miracle Worker 
Morale 

Murk Dwellers 
Nameless Race 
Necropolis 
Niall Silvain 
Ore General 
People of the Woods 
Pikemen 
Preacher 
Psychic Allergy 
Rag Man 
Reflecting Mirror 
Riptide 
Runesword 
SafeHaven 
Savaen Elves 
Scarecrow 
Scarwood Bandits 
Scarwood Goblins 
Scarwood Hag 
Scavenger Folk 
Season of the Witch 
Sisters of the Flame 
Skull of Orm 
Sorrow’s Path 
Splitting Slug 
Squire 

Standing Stones 
3 00 Stone Calendar 

8.00 Sunken City 

0.50 Tangle Kelp 

0.50 The Fallen 

0.50 Tivadar’s Crusade 

0.40 Tormod’s Crypt 


0.90 * 

0.40 

Tower of Coirall 

1.00 t 

0.30 

Tracker 

1.00 * 

0.50 

Uncle Istvan 

1.00 * 

0.40 

Venom 

7.00 f 

6.00 

Wand of Ith 

1.00 * 

0.30 

War Barge 

5.50 * 

5.00 

Water Wurm 

6.00 * 

4.50 

Whippoorwill 

0.80 t 

0.30 

Witch Hunter 

6.00 

5.10 

Word of Binding 

0.90 * 

0.30 

Worms of the Earth 

6.00 

6.00 

Wormwood Treefolk 

0.80 f 
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5.00 
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W 
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U 
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U 
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A 

Art 

U 
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3.00 
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G 
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R 

6.00 

6.00 f 
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R 
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U 
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U 
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C 
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0.30 

W 
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R 
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U 

E 

R 
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5.00 

B 
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A 
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U 

5.00 
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U 
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C 
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0.30 

A 
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U 
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L 

L 
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6.50 * 
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A 
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G 
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R 
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C 
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0.30 

G 
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U 
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G 
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C 
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0.40 

B 

E 

R 
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R 
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3.00 f 

1.00 

W 
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W 
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G 
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U 

4.00 

3.00 * 

3.00 

U 
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G 
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W 
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B 
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0.90 f 

0.50 

B 

E 
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G 
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477.90 

406.90 

314.00 


4.00 3.00 

5.00 * 3.00 

5.00 5.00 

0.90 0.50 

10.00 t 8.00 

4.00 3.00 

6.00 5.00 

8.00 7.00 

3.00 2.00 

0.60 * 0.30 

0.60 0.30 

3.00 4 2.00 

3.00 4 2.00 

0.60 + 0.30 

3.00 1.20 

0.50 0.30 

3.00 1.00 

6.00 * 5.00 

6.00 5.30 

3.00 ^ 2.00 

3.00 4 1.60 

6.50 * 5.00 

0.80 * 0.50 

3.00 * 3.00 

0.80 * 0.30 

3.00 3.00 

0.80 * 0.30 

0.70 * 0.40 

4.00 3.30 

2.00 2.00 

3.00 4* 2.00 

0.80 * 0.30 

5.50 * 5.00 

8.00 6.00 

3.00 * 1.00 

4.00 4.00 

0.60 4 0.50 

3.00 t 1*60 

3.00 2.00 

1.00 * 0.50 

3.00 2.30 

4.00 

10.00 t 
1.00 * 

1.00 * 

1.00 * 

1.00 f 














Call for a 




Catalog! 



Hie CSaaiaeriKsig 


*We accept Money Orders, Checks, Visa, Master Card,and 
Discover. 

*Most Orders Shipped in 24 hours. 

*We Ship Anywhere in the World. 

*We Buy Complete Collections and Out of Print Cards. 


Pre-Buy 

Ice Age 

Now!!! 


Only $65.00/ Box + S&H 

Call Today! 


Wy 


Premiere and Limited 
c I)P'T m/ VI available now!!! 

C Call Today!!! 


The First in Game Card Singles/ 


*We pay top dollar for Magic & Star Trek collections and 
sealed boxes. Pick up the phone and CALL NOW For 
Quick Cash! Prompt Payment for all Collections bought! 

‘Hundreds of Satisfied Customers! 

'Iguana 's is simply the right choice for all your single ] 
card needs. 

‘Magic and Star Trek Singles. 


Star Trek singles 

now included 
in our card catalog ! 

Iguana's Comic dook Cafe 

123 N. Linn St. 1-A 
Iowa City, IA 52245 

( 319 ) 333-0036 

Monday - Saturday 11-6 CST 
Sunday 1-5 CST 



TMUNBEM M LIGHTNING GAMES* 


VOUR HERDQURRTERS FOR MRIL ORDER GRMING CARDS!!! 


1507 E. COLORADO BLVD. 

M:TG REVISED EDITIONTM 
THE DARKTM FALLEN EMPIRESTM 

STAR TREK NEXT GENERATIONTM 

GALACTIC EMPIREStm W Y V E R Ntm 


• CALL FOR OUR SINGLE CARD CATALOG 

• WE SHIP ANYWHERE 

• WE ACCEPT CHECKS & MONEY ORDERS 

• CALL FOR UPCOMING PRODUCTS & PRICES 


GREE 


EAGLE ROCK, CA 


90041 


PRE-ORDER YOUR BOXES NOW!! 


1 .PLEASE CALL TO PLACE ORDER. 

2.CREDIT CARD ORDERS SHIPPED WITHIN 48 HOURS. 

3 . ORDERS DO NOT INCLUDE SHIPPING AND HANDLING. 

4. NO CANCELLATIONS ON PRE-ORDERS. 

5. PRICES SUBJECT TO CHANGE. 

6. PERSONAL CHECK ORDERS HELD FOR 7 DAYS. 

7. MONEY ORDER SALES SHIPPED ONCE PAYMENT REC’D. 

8. ALL SALES ARE FINAL. 


^ ICE AGE®: 


STARTERS 

CALL US FIRST 

BOOSTERS 



FOR THE 

“RE-REVISED” 

BEST PRICES 

M:TG®: 


STARTERS 

ANYWHERE!!! 

. BOOSTERS 



J 

EAST_D 

E ID IE IE II ITT B ; 


CALLUSFO&'EWT: 1 - 800 - 200-1991 

OUTSIDE U.S. CALL (213) 258-0335 


WE ACCEPT: 


DIK39VER 



VISA 
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2.50 

2.50 
5.00 
5.00 
5.00 
5.00 
5.00 
5.00 
5.00 
5.00 
5.00 

1.80 
0.40 
0.40 
0.50 

1.90 
5.00 
5.00 
5.00 
2.00 
2.00 
0.90 
0.90 
0.50 

1.90 
0.40 
0.40 
2.00 
0.40 
0.40 

5.30 
5.00 
0.40 
5.00 
0.50 
5.00 

4.80 
0.50 
0.50 
0.50 
0.50 
2.00 
5.00 
1.20 
5.00 


0.30 
1.00 
1.00 
1.00 
0.30 
1.00 
0.50 
1.00 
0.30 
1.00 
0.50 
0.50 
5.00 
5.00 
0.30 
1.00 
1.00 
5.00 
5.00 
5.00 
1.00 
0.50 
0.80 
0.80 
0.80 
1.00 

1.50 
0.50 
0.50 

1.50 
0.30 

4.50 
0.40 
1.00 
0.80 
0.40 
1.00 
5.00 
0.30 
0.80 
5.00 
2.00 
5.00 
0.50 
0.50 
1.00 
0.50 
0.30 
0.50 
5.00 
3.00 
1.00 
0.50 
0.30 
1.00 
1.00 
0.80 
1.00 
5.00 
0.40 
1.00 
5.00 
0.50 
0.30 
0.40 
2.00 
2.00 
5.00 
5.00 
5.00 
5.00 
5.00 
5.00 
5.00 
5.00 
5.00 
0.60 
0.40 
0.40 
0.40 
0.80 
5.00 
5.00 
5.00 
1.00 
1.00 
0.80 
0.80 
0.50 
0.80 
0.30 
0.30 
1.00 
0.30 
0.30 
5.00 
5.00 
0.30 
5.00 
0.50 
5.00 
4.10 
0.50 
0.50 
0.50 
0.50 
1.00 
5.00 
0.80 
5.00 


0.30 

0.90 

0.60 

0.60 

0.30 

0.80 

0.40 

0.60 

0.30 

0.60 

0.40 

0.40 

4.00 

4.00 

0.30 

0.60 

0.70 

4.00 

3.50 

4.50 
0.60 
0.50 
0.60 
0.50 
0.60 
0.70 
0.60 
0.40 
0.40 
0.90 
0.30 

3.80 
0.30 
0.60 
0.50 
0.30 
0.80 
4.60 
0.30 
0.60 
3.00 
0.90 
3.00 
0.40 
0.40 
0.80 
0.40 
0.30 
0.40 
5.00 
0.90 
0.60 
0.30 
0.30 
0.90 
0.80 
0.40 
0.60 

4.50 
0.30 
0.80 

4.50 
0.40 
0.30 
0.30 
0.80 
0.90 
2.00 
4.00 
4.00 
4.00 
4.00 
4.00 
4.00 
4.00 
4.00 
0.50 
0.30 
0.30 
0.30 
0.60 
4.00 
4.00 
4.00 
0.50 
0.80 
0.40 
0.50 
0.40 
0.50 
0.30 
0.30 
0.70 
0.30 
0.30 
5.00 
4.00 
0.30 
0.60 
0.40 

3.50 
4.00 
0.40 
0.40 
0.40 
0.40 
0.70 

4.50 
0.60 

4.50 


Rufina Soledad 

V 

V 

Ven 

0.50 

0.50 

0.40 

Rumors of Gehenna 

PoA 

R1,4 

Mi 

5.00 

5.00 

3.00 

Sabbat Threat 

PoA 

V 

Mi 

2.00 

1.00 

0.60 

Sabine Lafitte 

V 

V 

Tre 

0.80 

0.50 

0.40 

Sammy 

V 

V 

Nos 

0.50 

0.50 

0.40 

Sarah Cobbler 

V 

V 

Tre 

0.50 

0.50 

0.40 

Saturday Night Special 

Eq 

Cl 

Mi 

0.40 

0.30 

0.30 

Sawed-off Shotgun 

Eq 

C4 

Mi 

0.50 

0.50 

0.30 

Scorn of Adonis 

AcM 

Ul 

Mi 

2.00 

1.00 

0.60 

Sebastian Marley 

V 

V 

Nos 

0.80 

0.50 

0.40 

Seduction 

AcM 

C4 

Ml 

0.40 

0.30 

0.30 

Selma - The Repugnant 

V 

V 

Nos 

1.00 

0.50 

0.40 

Sengir Dagger 

Eq 

R3 

Ml 

5.00 

5.00 

5.00 

Shattering Blow 

Co 

Cl 

Ml 

0.40 

0.30 

0.30 

Sheldon - Lord of the Clog 

V 

V 

Nos 

1.00 

1.00 

0.60 

Short Term Investment 


C4 

Ma 

0.50 

0.40 

0.30 

Sideslip 

Co 

C2 

Mi 

0.40 

0.30 

0.30 

Sir Walter Nash 

V 

V 

Ven 

0.80 

0.60 

0.50 

Skin of Night 

Co 

Ul 

Mi 

1.50 

1.00 

0.80 

Skin of Rock 

Co 

Cl 

Mi 

0.40 

0.30 

0.30 

Skin of Steel 

Co 

C2 

Mi 

0.40 

0.30 

0.30 

Slum Hunting ground 

Uq Loc 

U2 

Ma 

2.50 

2.00 

1.30 

Smiling Jack the Anarch 

Uq 

R2 

Ma 

7.50 

5.00 

4.50 

Smudge - The Ignored 

V 

V 

Cai 

0.50 

0.50 

0.30 

Social Charm 

Ac 

C2 

Mi 

0.40 

0.30 

0.30 

Society Hunting Ground 

Uq Loc 

U4 

Ma 

2.50 

2.00 

1.30 

Society of Leopold 

Uq 

R4 

Ma 

5.50 

5.00 

3.50 

Soul Gem of Etrius 

Eq:Uq 

R2 

Mi 

5.00 

5.00 

4.00 

Sport Bike 

Eq:vcl 

U 1,2 

Mi 

2.00 

1.00 

0.80 

Spying Mission 

AcM 

U2 

Ml 

3.30 

3.00 

0.60 

Stake 

Eq 

Ul 

Mi 

2.30 

1.50 

0.90 

Storm Sewers 

Uq Loc 

U3 

Ma 

2.30 

1.50 

0.90 

Submachine Gun 

Eq 

U3,4 

Mi 

2.00 

1.00 

0.70 

Succubus Club 

Uq Loc 

R4 

Ma 

5.50 

5.00 

4.50 

Sudden Reversal 

Oot 

U2 

Ma 

2.00 

1.00 

0.90 

Surprise Influence 

ReA 

C4 

Mi 

0.40 

0.30 

0.30 

Sylvester Simms 

V 

V 

Mal 

0.90 

0.80 

0.50 

Talbot’s Chainsaw 

Eq 

R3 

Mi 

6.00 

5.00 

4.80 

Tasha Morgan (a) 

Re 

R 1,3 

Mi 

5.00 

5.00 

3.00 

Tasha Morgan (b) 

Re 

R1,3 

Mi 

5.00 

5.00 

3.00 

Taste of Vitae 

Co 

U2 

Mi 

1.50 

1.00 

0.70 

Tatiana Romanov 

V 

V 

Tor 

1.10 

0.80 

0.50 

Telepathic Vote Counting 

AcM 

R1 

Mi 

6.00 

5.00 

4.00 

Telepathic Counter 

ReA 

C4 

Mi 

0.40 

0.30 

0.30 

Telepathic Misdirection 

ReA 

Cl 

Mi 

0.40 

0.30 

0.30 

Temptation of Greater Power 


R3 

Ma 

5.00 

5.00 

4.00 

Thadius Zho (Mage) 

Al 

R3,4 

Mi 

6.00 

5.00 

4.00 

Thaumaturgy 

SK 

Cl 

Ma 

0.40 

0.40 

0.30 

The 1 st Tradition:Masquerade 

PoA 

R2,3 

Mi 

5.00 

5.00 

3.00 

The Second Tradition: Domain 

ReA 

Ul 

Mi 

2.00 

1.00 

0.80 

The Third Tradition: Progeny 

Ac 

U2 

Mi 

1.90 

0.80 

0.80 

The 4th Tradition:The Accounting 

Ac 

U3 

Ma 

1.90 

0.80 

0.80 

The Fifth Tradition: Hospitality 

Ac 

U4 

Mi 

2.90 

0.80 

0.80 

The Sixth Tradition: Destruction 

Ac 

U4 

Mi 

1.90 

0.80 

0.80 

The Barrens 

Uq Loc 

C2 

Ma 

0.60 

0.50 

0.30 

The Embrace 

Ac 

R 1,2 

Mi 

5.00 

5.00 

3.00 

The Knights 

Al:Uq 

R2 

Mi 

5.00 

5.00 

3.80 

The Labyrinth 

Uq Loc 

U3 

Ma 

2.30 

1.50 

0.90 

The Rack 

Uq Loc 

U2 

Ma 

2.00 

1.00 

0.90 

The Slashers 

Al 

R1 

Mi 

5.00 

5.00 

3.80 

The Spawning Pool 

Uq Loc 

R1 

Ma 

5.00 

5.00 

3.50 

The Spirit’s Touch 

ReA 

C2 

Mi 

0.80 

0.80 

0.40 

Theft of Vitae 

Co 

C2 

Mi 

0.50 

0.50 

0.30 

Thomas Thorne 

V 

V 

Tre 

0.50 

0.50 

0.50 

Threats 

AcM 

Cl 

Mi 

0.40 

0.30 

0.30 

Thrown Gate 

Co 

Cl 

Mi 

0.40 

0.30 

0.30 

Thrown Sewer Lid 

Co 

C4 

Mi 

0.40 

0.30 

0.30 

Tiberius - Scandalmonger 

V 

V 

Nos 

0.80 

0.50 

0.40 

Timothy Crowley 

VE-Pn 

V 


0.80 

0.50 

0.50 

Toreador Justicar 

PoA 

R1 

Ml 

5.00 

5.00 

4.00 

Torn Signpost 

Co 

U3 

Mi 

2.00 

1.00 

0.50 

Tragic Love Affair 


U2 

Ma 

2.00 

1.00 

0.50 

Trap 

Co 

C2 

Mi 

0.40 

0.30 

0.30 

Tremere Justicar 

PoA 

R4 

Mi 

5.00 

5.00 

4.00 

Tura Vaughn 

V 

V 

Bru 

0.80 

0.60 

0.50 

Tusk - Talebearer 

V 

V 

Nos 

0.80 

0.50 

0.40 

Ulugh Beg - The Watcher 

V 

V 

Jus 

0.90 

0.80 

0.50 

Uma Hatch 

V 

V 

Bru 

0.50 

0.50 

0.40 

Undead Persistence 

Co 

U 1 ,2 

Mi 

1.40 

0.80 

0.50 

Undead Strength 

Co 

Cl 

Mi 

0.40 

0.30 

0.30 

Unflinching Persistence 

Co 

C4 

Mi 

0.40 

0.30 

0.30 

Unnatural Disaster 


C4 

Ma 

0.50 

0.50 

0.30 

Uptown Hunting Ground 

Uq Loc 

U4 

Ma 

2.50 

2.00 

1.30 

Uriah Winter 

V 

V 

Cai 

0.50 

0.50 

0.40 

Vampiric Speed 

Co 

C2 

Mi 

0.40 

0.30 

0.30 

Vampiric Disease 


R2 

Ma 

5.00 

5.00 

4.50 

Vanish from Mind’s Eye 

Co 

C2 

Mi 

0.40 

0.30 

0.30 

Vast Wealth 


U3 

Ma 

2.00 

1.00 

0.80 

Ventrue Headquarters 

Uq Loc 

U3 

Ma 

2.00 

1.00 

0.80 

Ventrue Justicar 

PoA 

R3 

Mi 

5.00 

5.00 

4.00 

Violette Prentiss 

V 

V 

Ven 

0.50 

0.50 

0.40 

Vliam Andor 

V 

V 

Gan 

0.50 

0.50 

0.40 

Voter Captivation 

AcM 

LI 1,3 

Mi 

1.90 

0.80 

0.60 

Vulnerability 


U3 

Ma 

2.00 

1.00 

0.70 

Wake with Evenings Freshness 

ReA 

C3 

Mi 

0.60 

0.50 

0.40 

Walk of Flame 

Co 

LI 1,2 

Mi 

1.40 

0.80 

0.60 

Warzone Hunting Ground 

Uq Loc 

U2 

Ma 

2.50 

2.00 

1.30 

Weather Control 

Co 

Ul 

Mi 

1.90 

0.80 

0.60 

Well-aimed Car 

Co 

U2 

Mi 

1.40 

0.80 

0.60 

Wolf Claws 

Co 

C2 

Mi 

0.40 

0.30 

0.30 

Wolf Companion 

Re 

U 1,4 

Mi 

2.00 

1.00 

0.60 

Wynn 

V 

V 

Gan 

1.20 

0.80 

0.60 

XTC Laced Blood 

Oot 

R I 

Ma 

5.00 

5.00 

4.00 

Yuri - The Talon 

V 

V 

Bru 

0.50 

0.50 

0.40 

Zack North 

V 

V 

Gan 

0.80 

0.50 

0.40 

Zebulon 

V 

V 

Mal 

0.50 

0.50 

0.40 

Zip Gun 

Co 

LI 1,3 

Mi 

1.40 

0.80 

0.60 

Zoo Hunting Ground 

Uq Loc 

U3 

Ma 

2.50 

2.00 

1.30 

TOTAL 




850.40 

712.60 

533.00 
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LIMITED 



Upper Median Lower Card Name 


Rarity Type 

Upper Median Lower 

mm ^ 

11 

: 



Albert Einstein R 

Alexander Rozhenko U 

Alidat Jarok R 

Alien Abduction U 

Alien Groupie R 

Alien Parasites 11 

Alien Probe U 

Alynna Nechayev R 

Alyssa Ogawa U 

Amanda Rogers U 

Amarie U 

Anaphasic Organism C 

Ancient Computer R 

Anti-Time Anomaly R 

Archer C 

Armus-Skin of Evil R 

Asteroid Sanctuary C 

Atmospheric Ionization C 
Auto-Destruct Sequence U 
Avert Disaster R 

B’Etor R 

Bijik C 

Ba’el U 

Baran U 

Barclay’s Proto. Disease R 
Batrell C 

Benjamin Maxwell U 

Betazoid Gift Box R 

Beverly Crusher R 

Birth of Junior U 

Bochra U 

Bok U 

Borg Ship R 

Bynars Weapon Enh. R 

Calloway C 

Chalnoth U 

Christopher Hobson C 

Cloaked Mission U 

Combat Vessal C 

Cosmic String Fragment U 
Covert Installation C 

Covert Rescue U 

Crosis R 

Crystalline Entity R 

Cultural Observation R 

Cytherians R 

D’deridex C 

Darian Wallace C 

Data R 

Deanna Troi R 

Devinoni Ral U 

Devoras R 

Diplomacy Mission U 

Disruptor Overload C 

Distortion Field U 

Distortion of Sp/T Cont. U 
Divok C 

Dr. Farek C 

Dr. La Forge R 

Dr. Leah Brahms R 

Dr. Reyga U 

Dr. Selar U 

Dukath C 

Duras R 

El-Adrel Creature U 

Emergency Transprtr AbndsC 
Energy Vortex U 

Engineering Kit C 

Engineering Padd C 

Eric Pressman U 

Escape Pod C 

Espionage: Fed. on Klingon C 
Espionage: Klingon on Fed. C 
Espionage: Rom. on Fed. C 
Espionage: Rom. on Kling. C 
Etana |ol U 

Evacuation 

Evaluate Terraforming 
Evek 

Excavation 
Exocomp 

Explore Black Cluster 
Explore Dyson Sphere 
Explore Typhone Expanse 
Expose Covert Supply 
Extraction 
Federation Outpost 
Federation Padd 
Fek’lhr 

Female’s Love Interest 
Fever Emergency 


H 



Ev 


Int 


M-Fed 

P-Klg 

P-Klg 

P-Klg 

P-NA 

Dil 

P-Klg 

P-Fed 

Art 

P-Fed 

Dil 

P-Rom 

P-NA 

Dil 


Ev 


P-Fed 

Dil 

P-Fed 

M-Klg 

S-NA 

Dil 

M-Rom 

M-Rom 


Int 


Dil 

M-Fed 

Dil 

S-Rom 

P-Fed 

P-Fed 

P-Fed 

P-NA 

S-Rom 

M-Fed 

Int 

Ev 

Int 

P-Klg 

P-NA 

P-Fed 

P-Fed 

P-NA 

P-Fed 

P-Klg 

P-Klg 

Dil 

Int 

Int 

Equ 

Equ 

P-Fed 


Int 


Ev 

Ev 

Ev 


Ev 


U 


P-NA 

M-Fed 

M-Fed 

P-NA 

M-R/F 

P-Fed 

M-K/F 

M-Fed 

M-R/K 

M-Rom 

M-Rom 

Out 

Equ 

P-Klg 

Dil 

M-Klg 


irk of Paramount Pictures. 
)We Card is a’” of Decipher Cat 



7.40 

2.10 

6.30 
2.00 
5.00 
2.50 

2.50 

7.30 
2.00 
2.10 
2.00 
0.60 
5.00 
5.00 
0.50 

5.30 
0.50 
0.50 
2.00 
5.00 

11.50 
0.50 
2.00 
2.10 
5.00 
0.50 
2.00 

8.30 

15.50 
2.00 
2.00 
2.10 

10.75 

5.30 
0.50 
2.00 
0.50 
2.00 
0.50 
2.00 
0.50 
2.00 

10.00 

6.10 

5.00 

5.00 

0.50 

0.50 

35.00 

17.00 

2.00 

7.30 
2.00 
0.50 
2.10 
2.60 
0.50 
0.50 

6.30 

7.30 
2.60 
2.00 
0.50 

10.25 

2.00 

0.50 

2.00 

0.50 

0.50 

2.00 

0.50 

0.50 

0.50 

0.50 

0.50 

2.00 

2.00 

5.00 

2.00 

0.50 

2.00 

5.00 

4.60 

5.00 

2.00 

5.00 

0.80 

0.50 

2.00 

0.50 

0.50 


6.00 

2.00 

5.00 

1.50 
4.00 
2.00 
2.00 

5.50 
2.00 
2.00 

1.50 
0.40 
4.00 
5.00 
0.40 
5.00 
0.40 
0.50 
1.60 

3.50 

9.50 
0.40 

1.50 
2.00 
5.00 
0.40 
1.60 

7.50 
15.00 

1.50 

1.50 
1.90 

10.00 

5.00 

0.40 

1.60 

0.40 

1.30 

0.50 

1.60 

0.40 

1.30 

7.80 

5.30 
4.00 

4.80 
0.50 
0.50 

30.00 

15.00 

2.00 

5.00 

1.30 
0.40 
1.60 
2.00 
0.40 
0.40 
5.00 

6.50 
2.00 
1.60 
0.40 

7.80 

1.50 
0.40 
1.50 
0.40 
0.40 
1.60 
0.50 
0.50 
0.50 
0.50 
0.50 
1.60 

1.30 
4.00 
1.90 
0.40 
2.00 
3.00 
3.00 

3.30 
1.00 
4.00 
0.50 
0.40 
2.00 
0.40 
0.40 


4.90 
1.80 
4.00 
1.00 

3.90 
.40 

1.00 

4.20 

1.20 
2.00 
1.00 
0.20 

3.80 
4.00 
0.20 

4.80 
0.20 
0.30 
1.00 

2.90 
5.00 
0.20 
1.00 
1.00 

3.90 
0.20 
1.00 
7.00 


4* 12.25 


1.00 
1.00 
1.00 
7.00 

4.90 
0.20 
1.00 
0.20 
0.90 
0.30 
0.90 
0.20 
0.90 
7.00 

4.80 

3.80 
4.00 
0.40 
0.20 

* 18.75 

* 10.00 

1.00 

* 4.80 

4 1.00 
4 0.20 
4 1.00 

1.40 

4 0.20 

* 0.20 
4.00 
5.00 
1.00 
1.00 
0.20 
6.50 
1.00 
0.20 
1.00 
0.20 
0.20 
1.00 
0.30 
0.30 
0.30 
0.30 
0.30 
1.00 
1.00 

2.90 
1.00 
0.20 
1.00 
3.00 
3.00 
3.00 
0.90 
3.00 
0.30 
0.20 
1.00 
0.20 
0.20 


* 

S C R 


4.80 

2.90 

4.80 
4.00 

1.40 
4.00 
5.00 
40.00 
1.00 
12.00 
1.00 
1.00 
25.00 
4.00 
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16.00 
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5.00 
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14.25 Sir Isaac Newton R 

3.00 Sirna Kolrami U 

1.00 Sito Jaxa C 

3.00 Soren U 

1.00 Spacedock C 

1.00 Starfleet Type II Phaser C 

1.00 Static Warp Bubble C 

2.00 Strategic Diversion U 

6.30 Study Hole in Space R 

6.50 Study Lonka Pulsar R 

6.30 Study Nebula R 

1.00 Study Plasma Streamer C 

1.00 Study Stellar Collision C 

1.00 Subspace Interference C 

3.00 Subspace Schism U 

1.00 Subspace Warp Rift C 

13.00 Supernova R 

6.30 Survey Mission R 

3.00 T’Pan U 

0.60 Tachyon Detection Grid C 

3.30 Taibak U 

1.00 Taitt C 

1.00 Takket C 

1.00 Tallus C 

12.25 Tam Elbrun R 

3.30 Tarellian Plague Ship U 

1.00 Tarus C 

16.25 Tasha Yar R 

1.00 Taul C 

1.00 Taurik C 

3.30 Tebok U 

3.30 Telepathic Alien Kidnap. U 

9.00 Temporal Causality Loop R 

3.00 Temporal Rift U 

1.00 Test Mission C 

1.00 Tetryon Field C 

10.25 The Devil R 

3.00 The juggler U 

3.60 The Traveler: Transendence U 

1.00 Thei C 

18.50 Thomas Riker R 

15.00 Thought Maker R 

15.00 Time Travel Pod R 

3.00 Toby Russell U 

3.10 Tokath U 

12.25 Tomalak R 

1.00 Tomek C 

3.00 Toq U 

3.00 Torak U 

3.00 Toral U 

10.50 Toreth R 

1.00 Torin C 

13.25 Tox Ulthat R 

3.30 Transwarp Conduit U 

1.00 Treaty: Federation/Klingon C 

1.00 Treaty: Federation/Rom. C 

1.00 Treaty: Romulan/Klingon C 

1.00 Tricorder C 

9.00 Tsiolkovsky Infection R 

2.30 Two-Dimensional Creaturesll 

1.00 Type VI (IV) Shuttlecraft C 

3.00 U.S.S. Sutherland U 

10.50 U.S.S. Brittain R 

45.00 U.S.S. Enterprise R 

1.00 U.S.S. Excelsior C 

1.00 U.S.S. Galaxy C 

12.00 U.S.S. Hood R 

1.00 U.S.S. Miranda C 

1.00 U.S.S. Nebula C 

1.00 U.S.S. Oberth C 

12.75 U.S.S. Phoenix R 

12.75 U.S.S. Yamato R 

3.30 Vagh U 

1.00 Varel C 

15.00 Varon -T Disruptor R 

15.00 Vash R 

1.00 Vekma C 

1.00 Vekor C 

4.30 Vulcan Mindmeld U 

15.00 Vulcan Stone of God R 

9.30 Warp Core Branch R 

25.50 Wesley Crusher R 

1.00 Where No One Has Gone... C 

30.00 William T. Riker R 

9.00 Wind Dancer R 

31.00 Worf R 

1.00 Wormhole C 

8.00 Wormhole Negotiations R 

1.00 Yridian Shuttle C 

1.00 Zibalian Transport C 

1990.95 TOTAL 
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Ml 

AD&D 

U 

0.80 

0.80 

59 

The Iron Legion 

Al 

AD8(D 

c 

0.40 

0.40 

0.30 

130 Theocracy of the Pi 

R 

GH 

RLM 

1.10 

1.00 

0.30 

201 Transformation! 

Ev 

AD&D 

C 

0.60 

0.50 

60 

Tergoz Tenhammer 

5/He GH 

c 

0.40 

0.40 

0.30 

131 

The Bone March 

R 

GH 

RLM 

1.10 

1.00 

0.40 

202 Enslaved! 

Ev 

AD&D 

U 

0.90 

0.90 

61 

Myrmidons 

Al 

AD&D 

R 

2.60 

1.80 

1.50 

132 The Duchy of Ernst 

R 

GH 

RLM 

0.60 

0.50 

0.30 

203 Siege 

Ev 

AD&D 

C 

0.80 

0.50 

62 

The Magister 

4/W 

FR 

R 

1.40 

0.90 

0.50 

133 

The Sea Barons 

R 

GH 

RLM 

1.10 

1.00 

0.40 

204 Bribery! 

Ev 

AD&D 

R 

1.70 

1.30 

63 

Karlott the Shaman 

4/Cl 

FR 

U 

0.70 

0.70 

0.50 

134 

Bissel 

R 

GH 

C 

0.70 

0.40 

0.30 

205 Charge! 

Ev 

AD&D 

U 

1.00 

0.90 

64 

King Halvor II 

5/He FR 

U 

0.80 

0.80 

0.50 

135 The Scarlet Brthrhd 

R 

GH 

U 

1.00 

0.90 

0.80 

206 Magic Sword 

MI 

AD&D 

C 

0.70 

0.40 

65 

Pteranodon 

Al 

ADSfD C 

0.60 

0.30 

0.30 

136 Irongate 

R 

GH 

RLM 

1.10 

1.00 

0.40 

207 Enlarge 

WSp 

AD&D 

R 

1.50 

1.00 

66 

The Gorgosaurus 

Al 

ADSfD 

R 

1.90 

1.30 

1.00 

137 Principality of Ulek 

R 

GH 

C 

0.40 

0.30 

0.30 

208 Ring of Shtng Strs 

MI 

AD&D 

R 

2.00 

1.60 

67 

The Greater Feyr 

5/M 

FR 

R 

1.90 

1.50 

1.30 

138 County of Sunndi 

R 

GH 

C 

0.40 

0.30 

0.30 

209 Arms of Veluna 

H 

GH 

C 

0.80 

0.50 

68 

Cleric of Gond 

4/Cl 

FR 

R 

1.50 

1.20 

0.60 

139 Duchy of Tenh 

R 

GH 

C 

0.40 

0.30 

0.30 

210 Fast Talking! 

Ev 

AD&D 

U 

1.00 

0.90 

69 

Cleric of Torm 

5/Cl 

FR 

R 

1.50 

1.00 

0.50 

140 Burneal Forest 

R 

GH 

C 

0.70 

0.40 

0.30 

211 Flight 

WSp AD&D 

C 

0.60 

0.40 

70 

Cleric of Mask 

4/Cl 

FR 

R 

1.70 

1.30 

0.50 

141 

Castle Hart 

H 

GH 

C 

0.60 

0.40 

0.30 

212 Shapechange 

WSp 

AD&D 

R 

2.10 

1.50 

71 

Drow Matron 

5/W 

FR 

U 

1.00 

0.80 

0.80 

142 

Armsof the Hrnd Soc 

5/H 

GH 

R 

2.60 

2.50 

1.50 

213 Barbarian Raiders! 

Ev 

AD&D 

R 

1.50 

1.00 
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1.30 
1.30 
0.80 
0.40 
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0.80 
1. 00 
1.30 
0.30 
0.90 
0.80 
0.30 
1.00 
0.30 
0.30 
0.70 
0.50 
0.80 
0.40 
1.00 
0.80 
0.40 
ItOO 
1.10 
0.30 
0.80 
0.30 
1.00 
1.00 






214 Treasure Fleet 

Ev 

AD&D 

R 

1.50 

1.00 

1.00 

285 Inhuman 

Al AD&D U 

0.70 

0.70 

0.50 

356 Bark Skin 

ClSp 

AD&D 

C 

0.40 

0.30 

0.30 

215 Potion of Fire-Brthg 

Ml 

AD&D 

R 

2.00 

1.50 

1.00 

286 Pyreen 

Al AD&D R 

1.50 

1.00 

0.50 

357 Charm 

WSp 

AD&D C 

0.70 

0.60 

0.40 

216 Arms of the Sh Lnds 

H 

GH 

C 

0.70 

0.60 

0.50 

287 Cha’thrang 

Al AD&D U 

0.60 

0.60 

0.50 

358 Dispel Magic 

ClSp 

AD&D 

C 

0.70 

0.60 

0.40 

21 7 Net of Entrapment 

Ml 

AD&D 

U 

1.20 

0.90 

0.80 

288 Spirit of the Land 

Ev AD&D R 

2.10 

1.50 

1.00 

359 Darkness 

ClSp 

AD&D C 

0.60 

0.50 

0.30 

218 Johydee’s Mask 

A 

GH 

R 

2.60 

1.80 

1.70 

289 Thri-kreen 

Al AD&D R 

1.40 

0.90 

0.50 

360 Protection 

ClSp 

AD&D C 

0.60 

0.40 

0.30 

219 Helm of Teleprtn 

Ml 

AD&D 

R 

3.90 

2.80 

1.90 

290 Wijon 

Al AD&D C 

0.30 

0.30 

0.30 

361 Chariot of Sustarre 

ClSp 

AD&D 

C 

0.50 

0.40 

0.30 

220 Rod of Dispel Magic 

A 

GH 

U 

1.00 

1.00 

0.90 

291 Mikor 

Al AD&D U 

0.70 

0.70 

0.50 

362 Sunray 

ClSp 

AD&D 

R 

3.00 

2.30 

1.30 

221 Draj 

R 

DS 

RLM 

1.10 

1.00 

0.50 

292 Salicia 

Al AD&D R 

1.50 

1.20 

0.60 

363 Wall of Throns 

ClSp 

AD&D 

C 

0.50 

0.30 

0.30 

222 Raam 

R 

DS 

RLM 

1.10 

1.00 

0.40 

293 Zurn 

Al AD&D U 

0.60 

0.60 

0.50 

364 Wall of Fore 

ClSp 

AD&D 

U 

0.80 

0.80 

0.70 

223 Urik 

4/R 

DS 

RLM 

1.10 

1.00 

0.60 

294 Powell 

Al AD&D C 

0.30 

0.30 

0.20 

365 Holy Word 

ClSp 

AD&D 

C 

0.60 

0.40 

0.40 

224 Tyr 

5/R 

DS 

RLM 

1.10 

1.00 

0.60 

295 Baber 

Al AD&D R 

1.40 

0.90 

0.50 

366 Raise Dead 

ClSp 

AD&D 

R 

2.10 

1.50 

1.00 

225 Gulg 

7/R 

DS 

U 

1.00 

1.00 

0.90 

296 Wachter 

Al AD&D C 

0.30 

0.30 

0.30 

367 Flame Strike 

ClSp 

AD&D 

U 

1.00 

0.90 

0.80 

226 Nibenay 

R 

DS 

U 

1.10 

1.00 

0.60 

297 Foucault 

Al AD&D U 

0.70 

0.70 

0.50 

368 Protection fr Ltng 

ClSp 

AD&D 

C 

0.50 

0.40 

0.30 

227 Balic 

R 

DS 

RLM 

1.10 

1.00 

0.60 

298 Stef’fa Naf’ski 

5/M DS R 

1.50 

1.00 

1.00 

369 Silence 

ClSp 

AD&D 

U 

1.00 

1.00 

0.80 

228 The Mud Palace 

H 

DS 

U 

1.10 

0.90 

0.80 

299 Captain Kazhal 

9/He DS R 

4.60 

4.10 

2.80 

370 Invisibility to Und 

ClSp 

AD&D C 

0.50 

0.40 

0.30 

229 North Ledopolus 

H 

DS 

U 

1.00 

0.90 

0.80 

300 Dlasva 

3/He DS U 

0.90 

0.80 

0.80 

371 Wall of Fog 

WSp 

AD&D 

C 

0.50 

0.40 

0.30 

230 South Ledopolus 

H 

DS 

U 

1.00 

0.90 

0.80 

301 Tithian 

5/He DS R 

3.00 

2.40 

1.00 

3 72 Forget 

WSp 

AD&D C 

0.60 

0.40 

0.30 

231 Altaruk 

H 

DS 

C 

0.60 

0.40 

0.30 

302 Verrasi 

Al AD&D U 

0.70 

0.70 

0.50 

373 Web 

WSp 

AD&D 

C 

0.50 

0.30 

0.30 

232 Salt View 

H 

DS 

C 

0.60 

0.40 

0.30 

303 Defiler 

6/W DS C 

0.60 

0.50 

0.50 

374 Blink 

WSp 

AD&D 

C 

0.60 

0.40 

0.40 

233 Ogo 

H 

DS 

U 

1.00 

0.80 

0.80 

304 Dragon King 

8/M DS R 

4.00 

3.30 

2.10 

375 Hold Undead 

WSp 

AD&D 

c 

0.50 

0.40 

0.30 

234 Makla 

H 

DS 

U 

1.00 

0.90 

0.80 

305 Borys 

9/M DS R 

3.10 

2.50 

2.00 

376 Charm Monster 

WSp 

AD&D 

c 

0.60 

0.40 

0.40 

235 Kalidnay 

H 

DS 

C 

0.80 

0.50 

0.40 

306 Preserver 

6/W DS C 

0.80 

0.60 

0.50 

377 Wind of Dnchtmnt 

Ev 

AD&D 

R 

2.00 

1.60 

1.10 

236 Arkhold 

H 

DS 

C 

0.70 

0.50 

0.30 

307 Punisher 

Al AD&D C 

0.50 

0.40 

0.30 

3 78 Black Tentacles 

WSp 

AD&D 

U 

0.90 

0.90 

0.80 

23 7 Salt View 

H 

DS 

C 

0.60 

0.40 

0.30 

308 Gith 

Al AD&D U 

0.60 

0.60 

0.50 

379 Fire Shield 

WSp 

AD&D 

U 

0.90 

0.80 

0.80 

238 Waverly 

H 

DS 

R 

2.00 

1.80 

1.50 

309 Tiger 

Al AD&D C 

0.30 

0.30 

0.20 

380 Ice Storm 

Ev 

AD&D 

C 

0.60 

0.50 

0.40 

239 Bodach 

H 

DS 

R 

2.40 

1.90 

1.50 

310 Orb of Power 

Ml AD&D C 

0.60 

0.50 

0.30 

381 Phantasmal Killer 

WSp 

AD&D 

R 

2.60 

1.50 

1.00 

240 Giustenal 

H 

DS 

U 

1.20 

1.00 

0.80 

311 Rings of All Seeing 

MI AD&D U 

0.90 

0.90 

0.80 

382 Solid Fog 

Ev 

AD&D 

C 

0.60 

0.40 

0.40 

.241 Yaramuke 

H 

DS 

C 

0.70 

0.40 

0.30 

312 Treasure 

Ev AD&D C 

0.80 

0.70 

0.50 

383 Animate Dead 

WSp 

AD&D C 

0.60 

0.40 

0.40 

242 Lost Oasis 

H 

DS 

c 

0.80 

0.50 

0.40 

313 Shield of Destruction 

Ml AD&D C 

0.50 

0.30 

0.30 

384 Cloudkill 

WSp 

AD&D C 

0.60 

0.50 

0.30 

243 Grak’s Pool 

H 

DS 

c 

0.90 

0.70 

0.50 

314 Shield of Annhltn 

MI AD&D U 

0.80 

0.80 

0.70 

385 Feeble Mind 

WSp 

AD&D C 

0.60 

0.50 

0.30 

244 Silver Spring 

H 

DS 

c 

0.80 

0.50 

0.30 

315 Shield of Dvstn 

Ml AD&D C 

0.50 

0.40 

0.30 

386 Magic Jar 

WSp 

AD&D 

C 

0.60 

0.40 

0.40 

245 Bitter Well 

H 

DS 

c 

0.70 

0.40 

0.30 

316 Shield of Wckdns 

Ml AD&D C 

0.80 

0.60 

0.50 

387 Faithful Hound 

Ev 

AD&D 

C 

0.70 

0.40 

0.40 

246 Black Waters 

H 

DS 

c 

0.80 

0.50 

0.40 

317 Shield of Gore 

Ml AD&D U 

0.90 

0.80 

0.80 

388 Passwall 

WSp 

AD&D 

C 

0.60 

0.40 

0.30 

247 Fort Melidor 

H 

DS 

c 

0.70 

0.50 

0.30 

318 The Heartwood Spr 

A DS C 

1.50 

1.30 

0.60 

389 Rock to Mud 

WSp 

AD&D 

C 

0.60 

0.40 

0.40 

248 Dungeon of Gulg 

H 

DS 

c 

0.60 

0.40 

0.30 

319 The Caravan 

Ev AD&D C 

1.50 

1.20 

0.50 

390 Chain Lightning 

WSp 

AD&D 

c 

0.60 

0.50 

0.50 

249 Ziggurat 

H 

DS 

u 

1.10 

1.00 

0.80 

320 The Necklace 

Ml AD&D U 

0.80 

0.80 

0.80 

391 Death Fog 

WSp 

AD&D C 

0.80 

0.50 

0.50 

250 Temple 

H 

DS 

c 

0.60 

0.40 

0.30 

321 Elemental Cleric 

2/Cl DS C 

0.60 

0.40 

0.40 

392 Death Spell 

WSp 

AD&D C 

1.20 

0.90 

0.50 

251 Mogadisho’s Horde 

Al 

AD&D 

c 

1.10 

0.90 

0.30 

322 Elven Archer 

Al AD&D R 

1.40 

0.90 

0.50 

393 Disintegrate 

WSp 

AD&D 

R 

8.00 

4.80 

1.50 

252 Assassins 

Al 

AD&D 

u 

0.90 

0.80 

0.60 

323 The Outcast 

5/He DS R 

1.70 

1.30 

1.00 

394 Geas 

WSp 

AD&D C 

0.60 

0.40 

0.40 

253 Hafling Mercenaries 

Al 

AD&D 

c 

0.30 

0.30 

0.20 

324 Thugs 

Al AD&D U 

0.60 

0.60 

0.50 

395 Banishment 

WSp 

AD&D C 

0.70 

0.60 

0.40 

254 War Band 

Al 

AD&D C 

0.40 

0.40 

0.30 

325 Desert Warrior 

2/He DS R 

2.00 

1.50 

1.00 

396 Control Undead 

WSp 

AD&D 

C 

0.60 

0.50 

0.30 

255 Rank Lancers 

Al 

AD&D 

u 

1.00 

1.00 

0.90 

326 Desert Warrior 

3/He DS R 

1.50 

1.00 

1.00 

397 Finger of Death 

WSp 

AD&D 

C 

0.70 

0.60 

0.40 

256 Nomad Mercenaries 

Al 

AD&D 

c 

0.30 

0.30 

0.30 

32 7 Desert Warrior 

4/He DS R 

1.50 

1.00 

1.00 

398 Spell Turning 

WSp 

AD&D 

C 

0.90 

0.80 

0.50 

25 7 Gladiators 

Al 

AD&D 

u 

1.90 

1.50 

1.40 

328 Marauder 

Al AD&D C 

0.40 

0.30 

0.30 

399 Ancient Curse 

Ev 

AD&D 

R 

2.10 

1.50 

1.50 

258 Rikus 

6/He DS 

u 

1.40 

1.00 

0.90 

329 Shaqat Beetles 

Al AD&D C 

0.30 

0.30 

0.20 

400 Calm 

Ev 

AD&D 

C 

1.10 

1.00 

0.50 

259 Neeva 

7/He DS 

R 

3.00 

3.00 

1.50 

330 Tembo 

3/M DS U 

0.80 

0.80 

0.70 

1 Sakornia 

6/He 

AD&D 

SP 

2.60 

2.50 

1.80 

260 Sadira 

4/W 

DS 

c 

0.60 

0.50 

0.40 

331 Fireball 

WSp AD&D C 

0.70 

0.40 

0.40 

2 Edomira, Red Dr 

7/M 

AD&D 

SP 

2.60 

2.50 

2.00 

261 Agis 

5/W DS 

u 

1.10 

1.00 

0.90 

332 Lightning Bolt 

WSp AD&D C 

1.30 

1.20 

0.40 

3 Gloriana 

6/W 

AD&D SP 

2.60 

2.50 

1.80 

262 Anavias 

2/He DS 

R 

1.90 

1.50 

1.00 

333 Paralyze 

WSp AD&D C 

0.70 

0.60 

0.40 

4 Gib Ekim 

5/Wr AD&D SP 

2.60 

2.50 

1.20 

263 Vaerhirmana 

4/W 

DS 

R 

1.50 

1.00 

0.90 

334 Magic Missle 

WSp AD&D C 

0.50 

0.40 

0.30 

5 Neirgral, Green Dr 

7/M 

AD&D 

SP 

2.60 

2.50 

2.00 

264 Herminard 

4/He DS 

C 

0.40 

0.40 

0.30 

335 Wall of Fire 

WSp AD&D C 

0.60 

0.50 

0.40 

6 Dagaronzie, Grn Dr 

8/M 

AD&D 

SP 

2.60 

2.50 

1.80 

265 Tkkyl 

3/He DS 

C 

0.40 

0.30 

0.30 

336 Wall of Iron 

WSp AD&D C 

0.60 

0.40 

0.40 

7 Fejyelsae 

He 

AD&D 

SP 

2.60 

2.50 

2.00 

266 Azhul 

4/He DS 

U 

0.70 

0.70 

0.50 

33 7 Wall of Stone 

WSp AD&D C 

0.60 

0.50 

0.50 

8 Dragon Rage! 

Ev 

AD&D 

SP 

2.60 

2.50 

2.00 

267 Chividal 

2/He DS 

R 

1.70 

1.30 

1.00 

338 Wall of Force 

WSp AD&D C 

0.80 

0.70 

0.50 

9 Shalbaal, Red Dr 

6/M 

AD&D 

SP 

2.90 

2.50 

2.00 

268 Baqual 

2/Cl 

DS 

C 

0.40 

0.30 

0.30 

339 Invisibility 

WSp AD&D R 

3.00 

2.30 

1.50 

10 Delsenora 

7/Cl 

AD&D 

SP 

2.60 

2.50 

2.00 

269 Rowan 

Al 

AD&D 

U 

0.80 

0.70 

0.50 

340 Cone of Cold 

WSp AD&D C 

0.60 

0.50 

0.50 

11 Gib Evets 

8/M 

AD&D 

SP 

2.60 

2.50 

2.30 

2 70 Shayira 

3/Cl 

DS 

C 

0.50 

0.30 

0.30 

341 Sleep 

WSp AD&D C 

0.50 

0.40 

0.30 

12 Dori, the Barbarian 

6/He AD&D 

SP 

2.60 

2.50 

1.80 

2 71 Ashathra 

Al 

AD&D 

C 

0.30 

0.30 

0.30 

342 Shield 

WSp AD&D C 

0.50 

0.30 

0.30 

13 Gib Htimsen 

9/M 

AD&D 

SP 

5.00 

3.80 

2.50 

2 72 Stug 

Al 

AD&D 

C 

0.30 

0.30 

0.30 

343 Fly 

WSp AD&D C 

0.40 

0.30 

0.30 

14 Darbee 

6/He AD&D SP 

2.60 

2.50 

2.00 

2 73 Ka’Cha 

Al 

AD&D 

U 

0.80 

0.80 

0.50 

344 Crushing Fist 

WSp AD&D R 

2.10 

1.50 

1.00 

15 Aurum, Gold Dr 

7/M 

AD&D SP 

2.60 

2.50 

2.00 

2 74 Galek 

Al 

AD&D 

C 

0.30 

0.30 

0.30 

345 Anti-Magic Shell 

WSp AD&D R 

3.00 

1.90 

1.00 

16 Halcyon 

7/Cl 

AD&D 

SP 

2.60 

2.50 

2.00 

275 Wind Dancers 

Ev 

AD&D 

U 

0.90 

0.90 

0.80 

346 Dispel Magic 

WSp AD&D C 

1.00 

0.80 

0.50 

17 Stryck 

7/M 

AD&D 

SP 

2.60 

2.50 

2.30 

2 76 Water Hunters 

Ev 

AD&D 

c 

0.60 

0.40 

0.40 

347 Imprvd Phntsml Fr 

WSp AD&D C 

0.90 

0.80 

0.50 

18 Alicia 

8/W AD&D 

SP 

3.00 

2.80 

2.10 

2 77 Silver Hands 

Ev 

AD&D 

u 

1.00 

0.90 

0.80 

348 Fear 

WSp AD&D R 

2.40 

1.50 

1.00 

19 Red Zeb 

9/M 

AD&D 

SP 

2.60 

2.50 

2.00 

2 78 Sky Singers 

Ev 

AD&D 

c 

1.00 

0.80 

0.50 

349 Cure Light Wnds 

ClSp AD&D C 

0.40 

0.30 

0.20 

20 The Avatar 

?/Ev 

AD&D 

SP 

2.60 

2.50 

2.00 

2 79 Silt Stalkers 

Al 

AD&D 

c 

0.50 

0.30 

0.30 

350 Cure Serious Wnds 

ClSp AD&D C 

0.40 

0.30 

0.30 

21 Smolder, Red Dr 

8/M 

AD&D 

SP 

2.90 

2.50 

2.00 

280 Night Runners 

Al 

AD&D 

u 

0.80 

0.80 

0.70 

351 Sticks to Snakes 

ClSp AD&D C 

0.40 

0.40 

0.30 

22 Lovely Colleen 

7/He AD&D 

SP 

3.40 

2.50 

2.30 

281 So-ut 

Al 

AD&D 

R 

1.50 

1.00 

0.50 

352 Blade Barrier 

ClSp AD&D R 

2.20 

1.30 

1.00 

23 Ember, the Red Dr 

9/M 

AD&D 

SP 

3.00 

2.80 

2.10 

282 Cistern Fiend 

2/M 

DS 

C 

0.60 

0.50 

0.30 

353 Bless 

ClSp AD&D C 

0.50 

0.40 

0.30 

24 Andra the Wise 

8/Cl 

AD&D SP 

2.60 

2.50 

2.00 

283 Sloth 

Al 

AD&D 

C 

0.30 

0.30 

0.20 

354 Sanctuary 

ClSp AD&D R 

2.20 

1.30 

1.00 

25 Karm, Black Dragon 

I0/MAD&D 

SP 

4.00 

3.50 

2.60 

284 Mul Savage 

6/M 

DS 

R 

1.50 

1.00 

1.00 

355 Wind Walk 

ClSp AD&D R 

2.40 

1.30 

1.00 

TOTAL 



540.20 435.50 

316.70 





Over 40,000 individual Mask cards in stock! 

To place an order and for 
most up-to-date prices please call: 

1-800-2MAGIC6 


Check out these specials: 

REVISED EDITION SPECIAL 

Rare Grab Bag —30 rare cards from the 

revised edition.$45.00 

Bonus Box —Approximately 900 common, 

uncommon and land cards from the revised edition.$45.00 


ARABIAN NIGHTS™ 

Arabian Nights Grab Bag—10 common cards, all cards 
available nowhere else. (Limited quantities). $20.00 


Prices subject to change without notice. 


Fallen empires™ 


Fallen Empires Grab Bag —60 uncommon and 
rare cards from this expansion. There will not be 
more than two of any one card.$30.00 


Complete Common Set— All 120 common cards 

from this expansion. All illustrations.$30.00 


SIGNED CARDS 

Variety of signed cards available. 

(Limited quantities).Call for artist and pricing 


STAR TREK: THE NEXT GENERATION™ 

Bridge Crew and Enterprise—This is the bridge crew 
and Enterprise from the Limited Edition. 

(Limited quantities).Call for price 


COMMON SAMPLER 

Five common cards (our choice) one card from each 
of the five M:tG expansions—one color (your choice). 


$5.00 


Your source for 
Single Cards... 
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To place an order, call 

1-800-2MAGIC6 


To receive our free catalog, call 
(518) 237-5112 


Or: (518) 237-4870 
Or Fax to: (518) 237-6245 
Or email to: orders@wizvax.com 
Or mail to: The Magic Source™ 
POB 436, Cohoes, NY 12047 


In business since 1981 


Dealers, please call 
1-800-GAME449 


Price List* 

Magic: The Gathering™ Starter Decks.. $7.95 
Magic: The Gathering™ Booster Packs . $2.45 

Fallen Empires™ Booster Packs.$1.45 

Rage™ Starter Decks.$7.95 

Rage™ Booster Packs.$1.95 

Ice Age™ Starter Decks.... Call for Special Price 
Ice Age™ Booster Packs ... Call for Special Price 
Chronicles™. Call for Special Price 

We also carry all collectable trading card games including, 
SimCity" Starters and Boosters, Spellfire ,M and Bloodwars ! “ Starters and 
Boosters, Rage " Starters and Boosters, Ultimate Combat" Starters and 
Boosters, Galactic Empires' ' Starters and Boosters, Wyvern w Starters and 
Boosters, Doomtroopet" Starters and Necropaks, On the Edge m Starters and 
Boosters, Illuminati New World Order Starters and Boosters, and Star Trek: 
the Next Generatiorf Customizable Card Game Starters and Boosters. 

Preorder today 


A New Expansion with an Old Look 

Out of Print Cards Come Back in a New Set 
In response to customer demand, Wizards of the Coast is reviving 
cards from the out-of-print Magic: The Gathering expansion sets. An 
assortment of Arabian Nights ", Antiquities ", Legends ', and The Dark ' will 
make up the game’s first unlimited expansion set called Chronicles™. 

Chronicles' will be made up of common, uncommon & rare cards and 
will be sold in 12-card booster packs. 

• Open M-F 9am-7pm, Sat 12-5 EST. 

• We accept checks and money orders plus Visa, Mastercard, 
American Express, and Discover cards. 

• We ship to anywhere in the world. 

• Free Airborne next day SDS shipping on certain orders. 

• We can often get your order out the same day if ordered by 
1 pm Eastern Time. 

• We have unopened out-of-print packs/sets. Call or write for 
availability. We also buy collections. 

TM - Chronicles, Arabian Nights, Antiquities, Legends, The Dark, Ice Age, Fallen Empires and Magic: The Gathering are trademarks of Wizards of the Coast, Inc. Star Trek: the Next Generation is a registered trademark 
of Paramount Pictures, Inc. Illuminati New World Order INWO is a trademark of Steve Jackson Games, Inc. On the Edge is a trademark of Atlas Games and Trident, Inc. Jyhad is a trademark of Wizards of the Coast Inc 
and White Wolf, Inc. The Magic Source is a trademark of Adventures By Mail. Doomtrooper is a trademark of Heartbreaker Hobbies. Spellfire and Bloodwars is a trademark of TSR, Inc. Galactic Empires is a trademark of 
Companion Games, Inc. SimCity is a registered trademark of SimBusiness, Inc. Wyvern is a trademark of U. S. Game Systems, Inc. Rage is a trademark of White Wolf, Inc. Ultimate Combat is a trademark of Ultimate Games 
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Point Symbols VC 

Lesser Automaton U 

Millennia Molting U 

Hand-Held Weapon U 

Slick Bargainer VR 

Automaton R 

Tri-Millennia Molting R 

Hot Nobelium R 

Ancient Molting VR 

Greater Automaton VR 

Captain’s Bluff VR 

Omniscience VR 

Eon Molting VR 

Dragon Automaton VR 

Commercial Outpost C 

Planetary Shield C 

Defensive Satellites-Planet Left C 
Defensive Satellites-Planet Right C 
Fighter Garrison U 

Power Generation Platform R 

Repair Station U 

Space Station U 

Base Station R 

Planetary Phaser Base U 

Research Base U 

Administrative Facility R 

Battlestation R 

Academy VR 

Shipyard VR 

Starbase VR 

Bar Tender R 

Brding Prty-Corp. Hmns Matson V.C 
Confdntl 1 st Chief ExecDeputy... U 
Crewman VC 

lndirigan Female R 

Civilian Captain C 

Doctor - Krebiz C 

Ensign U 

Helmsman C 

Mercenary C 

Ordinance Officer U 

Engineer-lndirigan R 

Nurse U 

Technician C 

Boarding Party - Corp Sp Tm R 
Bounty Hunter U 

Corrupt Politician U 

Fighter Pilot VR 

i Marine - Corp Hmn - Matson U 

Navigator R 

Pirate Captain R 

i Security Officer C 

Spiritual Leader R 

Ambassador VR 

Communications Officer U 

> Mutineer VR 

Quartermaster VR 

5 Spy Technician VR 

Suicide Squad R 

Weapons Officer R 

Ancient Spacefarer VR 

Base Commander VR 

Captain - Mazgar R 

Clone VR 

5 Commando R 

5 Damage Control Team R 

Mercenary R 

Operations Officer R 

6 Planetary Leader 

6 Science Officer - Bolaar 

6 Spy 

Squadron Commander 

6 Telepath 
Boarding Party 

7 Doctor 

7 Doctor - Krebiz 

Mystic Wanderer 
Reserve Commodore 
Saboteur 
Assassin 
Commodore 
General 

Mechad Overlord 
Rear Admiral 
Admiral 

lndirigan Chieftain 
Marauder 
Dragon Hatchling 
Scintillating Dragoness 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


R/E2 

R/E2 


E3 


E3 


R/E3 

R/E3 

R/E4 

R/E4 


E4 


R/E4 

R/E4 


Out of Print 


Dragon Hatchling R 

Oort Dragoness U 

Dark Dragoness R 

Quark Dragoness R 

Comet Dragoness U 

Radiation Dragoness VR 

Hydrogen Dragoness R 

Void Dragoness VR 

Solar Dragoness VR 

Neutron Dragoness VR 

Moon Dragoness VR 

Surface Dragoness VR 

Ether Dragoness VR 

Nebula Dragon VR 

Cargo C 

Distribution Node C 

Escape Pod C 

False Mine U 

Fuser Mechanism VC 

Krebiz Armor C 

Krebiz Capsule Engine Pack U 
Krebiz Pseudo Capsule U 

Probe C 

Shield Refit U 

Argonian Gaseous Prot Chmbr U 
Krebiz Armor U 

Laboratory C 

Nuclear Mine VC 

Phaser Refit C 

Repulsion Beam VR 

Tractor Beam R 

Transporter VC 

Cargo - lndirigan Packs U 

Emergency Power R 

Engine Synchronization C 

Heavy Shield Refit R 

Heavy Weapon Refit U 

Krebiz Armor R 

Reserve Power R 

Shuttlecraft - Front Left C 

Shuttlecraft - Front Right C 

Anti-Ttactor U 

Argonian Hull Rotation U 

Hangar Bay VR 

Heavy Phaser Refit U 

Heavy Shuttlecraft U 

Multi-Purpose Phasers R 

Shuttle Bomb U 

Stellar Map VR 

Tram Refit U 

Antimatter Mine VR 

Distribution Nodes U 

Fighter R 

Volatile Cargo VR 

Deflection Transfer Device VR 

Heavy Weapon Refit R 

lndirigan Repair Bay VR 

Reserve Power VR 

Sabot Sequencer VR 

Super Computer R 

Warp Field Destabilization Gun VR 
Argonian Strobe VR 

Heavy Fighter VR 

Mine Rack VR 

Argonian Energy Flux Mode VR 
Bolaar Phaser Capacitors VR 

Fuser VR 

Distribution Nodes VR 

Personal Corvette VR 

Shroud VR 

Divergent Anomaly C 

Dust Cloud C 

Time Warp VR 

Gravity Wave C 

Ion Storm C 

Meteor Shower U 

Pulsar C 

Quasar R 

Radioactive Dust Cloud U 

Small Mine Field R 

Cosmic Rays R 

Nova - Effect Left U 

Nova - Effect Right li 

Warp Funnel U 

EM Burst U 

Ion Storm R 

Temporal Space Rift 
Crab Pulsar 
Large Mine Field 


VR 


H6 Type II Supernova 
H7 Antimatter Singularity 
H7 Maelstrom 
H8 Gravity Pocket 
H9 Dimensional Portal 
H9 Tuforeous Dead Zone 
R/Ll Lucky Crew Action 
R/L2 Malpractice 
R/L2 Phaser Malfunction 
L2 Warp Engine Breech 
L3 Lucky Targeting 

L3 Pirate’s Cache 

R/L3 Repair Malfunction 

R/L3 Transporter Malfunction 
R/L3 Unlucky Targeting 
L4 Cursed Alien Artifact 

L4 Lucky Shield Repair 

R/L4 Miscommunications 
R/L4 Monster Healing 
R/L4 Monster Overstrike 

L4 Navigational Error 

R/L4 Shuttle Malfunction 
L4 Unsuccessful Minesweeping 
R/L5 Defensive Override 
R/L5 Heavy Weapons Backfire 
R/L6 Distress Beacon 
R/L6 Lucky Maneuver 
L7 Alien Artifact 
R/L7 Anomaly Portal 
L7 Expeditious Reserves 

R/L8 Advanced Preparedness 

R/L8 Demigod Diversion 
R/L8 Targeting Error 
L9 Accelerated Timeline 

L9 Lost Fleet 
Ml Research Defiler 

Ml Small Phaser Eel 

M2 Planet Gouge 

M2 Snare Vines 
M2 Space Vertigo 
M3 Alien Parasites 
M3 Invinco Guardian 

M3 Shadow 

M3 Shield Fiend 

M4 Harvesters 

M4 Sirens 

M4 Space Dragon 

M4 Spacetacean 

M5 Astromorph 

M5 Large Phaser Eel 

M5 Occumbus 
M5 Power Leech 

M5 Ship Mimic 

M5 Surface Monster 

M5 Zarom 

M6 Invinco Guardian 

M6 Mind Control Beast 

M6 Scentari Snails 

M6 Seductress 

M6 Shuttle Eater 

M6 Visilikiiy’s Eye 
M7 Juggernaut 

M7 Tri-lateral Textangula 

M8 Fatal Horror 
M8 Ship Collector 
M9 Hugh Phaser Eel 

M9 Kraken 
R/M9 Luck Demon 
01 Breakdown C 

Ol Illness C 

R/01 SunSpot U 

02 Comet Impact R 

02 Gold Vein U 

02 Injury C 

02 Natural Disaster U 

02 Serious Hull Breach R 

02 Space Debris U 

03 Bureaucracy R 

R/03 Defensive Electronic Warfare U 

03 Early Warning Beacon C 

03 Forced Retreat C 

03 Offensive Electronic Warfare C 

R/03 Offensive/Defensive Elect Wrfre U 

03 Wandering Desire R 

04 Information Leak U 

04 Love Interest C 

R/04 Repair Delivery 
05 Breakdown 
05 Derelict Spacecraft 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


VR 


JH 

Dragon Coupling 
Evasive Maneuvers 
Forced Retreat 
Illness 
Insanity 
Pirate Activity 
Political Upheaval 
Tactical Retreat 
Terraforming 
Wandering Desire 
Alien Abduction 
Bribe Pirate 
Broken Supply Lines 
Emergency Capsule Sep 
Injury 

Labor Strikes 
Capital Revitalization 
False Intelligence Report 
Forced Retreat 
Interplanetary Conflict 
Scientific Breakthrough 
Surprise Attack 
Alien Love Interest 
Computer Virus 
Economic Crises 
Emergency Damage Control 
Plague 

Planetary Revolt 
Self Destruction 
Technological Breakthrough 
Alliance Treaty 
Illness 
Insanity 

Fleet Freighter - Front Left 
Fleet Freighter - Front Right 
Fleet Tug 

Independent Freighter 
Space Yacht 

Independent Pirate Ship 
Independent Tug 
Independent Pirate Ship 
Local Police Ship 
Ore Carrier 
Garbage Scow 
Luxury Liner 
Independent Pirate Ship 
Argonian Escort C 

Argonian Frigate C 

Argonian Science Vessel U 

Argonian Assault Carrier U 

Argonian Destroyer C 

Argonian Minesweeper U 

Argonian Scout Cruiser U 

Argonian Whirlwind Lgt Cruiser C 
Argonian Command Cruiser R 
Argonian Typhoon Hvy Cruiser C 
Argonian Battlecruiser-Star Rgt R 
Argonian Heavy Carrier R 

Argonian Dreadnought V 

Argonian Battleship V 

Bolaar Ultra Light Raider U 

Bolaar Light Pirate Raider U 

Bolaar Medium Raider U 

Bolaar Cargo Express R 

Bolaar Stealth Raider U 

Bolaar Battlecruiser R 

Bolaar Dreadnought V 

Corporate Escort C 

Corporate Frigate C 

Corporate Destroyer C 

Corporate Light Cruiser C 

Corporate Minesweeper 
Corporate Scout Cruiser 
Corporate Heavy Cruiser 
Corporate Battlecruiser 
Corporate Command Cruiser 
Corporate Dreadnought 
Corporate Battleship 
lndirigan Light Carrier 
lndirigan Escort 
lndirigan Frigate 
lndirigan Destroyer 
lndirigan Light Cruiser 
lndirigan Medium Cruiser 
lndirigan Heavy Cruiser 
lndirigan Battlecruiser 
lndirigan Heavy Carrier 
lndirigan Dreadnought 
Krebiz Escort Capsule 



! 

m 


VR 


VR 


U 


U 


SI 


SI 


S2 


S2 


S2 


S2 


S2 


S2 


Krebiz Light Capsule C 

Krebiz Light Carrier Capsule U 

Krebiz Medium Capsule C 

Krebiz Minesweeper Capsule U 

Krebiz Science Capsule U 

Krebiz Battle Capsule R 

Krebiz Carrier Capsule U 

Krebiz Clipper Frigate - Frnt Lft C 
Krebiz Clipper Frigate -Frnt Rgt U 
Krebiz Command Capsule R 

Krebiz Heavy Capsule C 

52 Krebiz Scout Capsule U 

53 Krebiz Dreadnought Capsule VR 

53 Krebiz Pincer Destroyer C 

54 Krebiz Mandible Lt. Cruiser C 

55 Krebiz Claw Heavy Cruiser C 

56 Krebiz Kraken Dreadnought R 

S2 Mechad Escort C 

52 Mechad Frigate C 

53 Mechad Destroyer C 

54 Mechad Light Cruiser C 

S4 Mechad Medium Cruiser U 

54 Mechad Scout Cruiser U 

55 Mechad Heavy Cruiser C 

56 Mechad Battlecruiser R 

56 Mechad Command Cruiser R 

57 Mechad Dreadnought VR 

58 Mechad Battleship VR 

52 Vektrean Mercenaries Frigate U 

53 Vektrean Mercenaries Destroyer U 

54 Vektrean Merc. Lgt Cruiser U 

55 Vektrean Merc. Hvy Cruiser U 

56 Vektrean Battlecruiser VR 

Tl Captured Satellite U 

TI Large Asteroid C 

Tl Small Moon C 

T2 Comet - Biruk’s VC 

T2 Commerce Moon U 

T2 Ionized Particle Field C 

T2 Small Nebula-Kalin’s Small Red VC 
T/H2 Plasma Field C 

T3 Armory Moon VC 

T3 Asteroid Belt - Benakis C 

T3 Dragon Hole U 

T3 Moon C 

T3 Ore Moon C 

T3 Planet - Sigry III U 

T4 Planet - Podekkur Prime U 

T4 Small Moon-Aldibrik Mun. Pint R 

T4 Small Planet - Bolaar IV . U 

T4 Small Planet - Siobhan 7 VC 

T4 Small System - Rabuff Locttoor C 
T5 Dragon Cave R 

T5 Nebula - Homecloud VR 

T5 Planet - Candor II U 

T5 Planet - Jnaphahr U 

T5 Planet - Vektrea Prime R 

T5 Small System - Cramannerak U 

T5 Small System - Hcsuar-Drahcir VC 
T5 Star R 

T5 Twin Planets - Verkirsh I & II R 

T5 Vektrean Asteroid Outpost R 

T6 Asteroid Field R 

T6 Black Hole VR 

T6 Comet - Sochess R 

T6 Planet -Vorn Ringed Gas Giant VR 

T6 System - Gorgochok System VR 

T7 Planet - Krebizar VR 

T7 System - Argo VR 

T8 Dragon Lair VR 

T8 System - Mechad System VR 

T8 System - Scandig VR 

T9 Dragon Lair VR 

T9 Planet - Corporate Homeworld VR 

T9 Vektrean Asteroid Starbase VR 

Primordial Warrior 
Scholar 

Deinos Nameh - Dragon King 
Draxos III - Dr Qun o/the Imp 
Subspace Stabilizer 
Akru Supernova 
Planetary Destruction 
lndirigan Battleship 
Super-Massive Star 
War Veteran 
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CIO 
CIO 
DIO 
DIO 
E10 
H 10 
010 
SIO 
TIO 
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We specialize in Trading Card Games 
Mail Order your Cards Fast and Discounted! 

• Magic: The Gathering™ 

• Jyhad™ 

• Spell Fire™ 

• Many More 

• Starter Decks 

• Booster Packs 

• Expansion Sets 

• Singles or by the Box 

(800J-404-4243 • FAX (206)-678-3593 

Visa or Mastercard Accepted 


Preorder for Upcoming Releases 

Art by: Glassel 


WT SHIP ANVWHTRT IN THT WORiPffT" WHOLESALE € RETAH | 


'EAST COAST CARDS S COLLECTIBLES 


We are currently 
buying all out of print 
Magic cards, sets, boost' 
ers and decks. 


□ (ZOt) 702-7707 • TAX: «0D 702-7705 
APO, TPO £ PORTION ORDERS WELCOME' 
SHIPPING £ INSURANCE ADDITIONAL ON ALL ORDERS' 
NO MONTY DOWN ON CAST LOT PRT-PURCHASTSfff 
(SOME TXCTPTIONS MAY BT EXCLUDED) 


' Now taking pre- > 
orders on new games and 
upcoming Magic expan- 
sion products at whole- 
, sale prices. > 


Nobody pays mort than us tor your staltd Magic wax products: Alpha/Beta, 
Arabian Nights™, Antiquities ; Legends € Tht Dark™ Please cau tor quotes. 


••••"> •• ••• 



CALI NOW TO ORDER: 

Talltn Empires , Doomtrooper™, Wyvern™, 
Ice Act ' 1 , Super DeckF™, On The Edge™, 
Tlichts op Fantasy € Towers in Time™ 


OFFICE - ORDERING 

2 Tudor Road P.O. Box 365 
Sussex, New Jersey 07461 
□(201) 702-7707 
FAX #: (201) 702-7705 





ifl- 

^ //iLiy 


Hours: Mon.-Fri. 10 am - 6 pm EST. Sat. 10 am - 3 pm EST. 


WAREHOUSE - PICK-UP 

31 - A Somerset Place 
Clifton, New Jersey 07012 
FAX#: (201)773-3707 


ORDERING INSTRUCTIONS: We accept money orders, checks, American Express, Visa, Master Card, Discover and Wire Transfers (Checks: Allow 10 days to clear) 
• All prices subject to change due to market fluctuations. • All delivery dates are subject to manufacturer’s delays. • Most orders shipped in 24 hours. 

Magic: The Gathering is a trademark of Wizards of the Coast, Inc. Wyvem is a trademark of U S. Game Systems. Blood Wars is a trademark of TSR, Inc. On The Edge is a trademark of Atlas/ Trident Games. Illuminati is a trademark 
of Steve Jackson Games. Star Trek: The Next Generation Customizable Card Game is a trademark of Paramount Pictures and Decipher, Inc. 
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1 81/2-Minute Gap 

A. M.A 

j Adepts of Hermes 
Agent in Place 
* Air Magic 
j Al Gore 

% Albino Alligators 
] Alternate Goals 
Amer. Autoduel Assoc. 

And STAY Dead! 

H Angel’s Feather 
| Angst 

' Annual Convention 
I Ant-Nuclear Activists 
Antiwar Activists 
fm, Are We Having Fun Yet? 

■ Ark of the Covenant 
j Assertiveness Training 
Atomic Monster 
' The Auditor from Hell 

B. A.T.F. 

Backlash 
Bank Merger 
Bank of England 
Bavarian lllumunati 
Benefit Concert 

S Bermuda Triangle 
Big Media 
The Big Score 
The Big Sellout 
Bigfoot 
Bill Clinton 
i Bimbo at Eleven 
| Bj'rnl 

Black Activists 
Blitzkrieg 

j “Blood, Toil, Tears & Sweat’ 
j Bodyguard 
j Book of Kells 
I Botched Contact 
Boy Sprouts 
Brazil 
Bribery 

j The Bronze Head 

C. I.A. 

Cable TV 
California 
Canada 

! Car Bomb 
Cattle Manipulators 
Celebrity Spokesman 
| Ctr. for Disease Control 
Ctr. for Weird Studies 
j CFL-AIO 

Charismatic Leader 
China 

Church of Elvis 
Citizenship Award 
j Clipper Chip 
Clone 

Clone Arrangers 
Cold Fusion 
Combined Disasters 
Comic Books 
i Commitment 
Computer Security 
Computer Virus 
Congressional Wives 
Conspiracy Theorists 
l Corruption 
| Count Dracula 
| Counter-Revolution 
| Counterspell 
: Cover of Darkness 
| Cover-Up 
j Crop Circles 
j Crystal Skull 
Currency Speculation 
! Cyborg Soldiers 
Cycle Gangs 
Dan Quayle 
i Diesel Engine 
Death Mask 
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Deep Agent 

C 

Plot 

Grp 

Democrats 

U 

Grp 

III 

Dentists 

C 

Grp 

Plot 

Deprogrammers 

U 

Grp 

Plot 

Dictatorship 

C 

Plot. 

Per 

Dinosaur Park 

U 

Pic 

Plot 

Discordian Society 

I 

III 

Plot 

Dollars for Decency 

U 

Plot 

Grp 

Double-Cross 

C 

Plot 

Plot 

Druids 

C 

Grp 

Res 

Early Warning 

C 

Plot 

Plot 

Earth Magic 

C 

Plot 

Plot 

Earthquake 

C 

Dis 

Grp 

Earthquake Projector 

c 

Res 

Grp 

Eat The Rich! 

R 

Plot 

Plot 

Eco-Guerrillas 

C 

Grp 

Res 

EFF 

R 

Grp 

Plot 

Elders of Zion 

R 

Grp 

Dis 

Eliza 

U 

Res 

Plot 

Elvis 

R 

Per 

Grp 

Embezzlement 

R 

Plot 

Plot 

Emergency Powers 

C 

Plot 

Plot 

Empty Vee 

C 

Grp 

Grp 

England 

C 

Pic 

111 

Epidemic 

C 

Dis 

Plot 

Evil Geniuses for a Better... 

R 

Grp 

III 

Exposed! 

C 

Plot 

Grp 

F.B.I 

C 

Grp 

Plot 

Faction Fight 

R 

Plot 

Plot 

Fast Food Chains 

C 

Grp 

Res 

Federal Reserve 

u 

Grp 

Per 

Feminists 

u 

Grp 

Plot 

Fidel Castro 

u 

Per 

Per 

Fiendish Fluoridators 

c 

Grp 

Grp 

Plot 

Finland 

The First Thing We Do, 

R 

Pic 

Plot 

Let’s Kill All Lawyers 

R 

Pit 

Plot 

Flat Earthers 

C 

Grp 

Res 

Flower Power 

U 

Plot 

Plot 

Flying Saucer 

C 

Res 

Grp 

Fnord Motor Company 

C 

Grp 

Pic 

Fnord! 

C 

Plot 

Plot 

Foiled! 

U 

Plot 

Res 

Forgery 

U 

Plot 

Grp 

France 

C 

Pic 

Grp 

Fraternal Orders 

C 

Grp 

Pic 

Freaking the Mundanes 

U 

Plot 

Pic 

Fred Birch Society 

R 

Grp 

Ass 

The Frog God 

C 

Res 

Grp 

Full Moon 

U 

Plot 

Plot 

Fundie Money 

C 

Plot 

Pic 

Gang War 

U 

Plot 

Res 

Gay Activists 

U 

Grp 

Grp 

George Bush 

C 

Per 

Plot 

George the Janitor 

C 

Plot 

Pic 

Germany 

R 

Pic 

Grp 

Giant Kudzu 

U 

Dis 

Plot 

Girlie Magazines 

C 

Grp 

Res 

Gnomes of Zurich 

I 

111 

Plot 

Goal: Criminal Overlords 

u 

Plot 

Grp 

Goal: Fratricide 

c 

Plot 

Plot 

Goal: Hail Eris! 

c 

Plot 

Plot 

Goal: Kill for Peace! 

R 

Plot 

Grp 

Goal: Let Them Eat Cake! 

U 

Plot 

Plot 

Goal: Pwr. for Own Sake 

R 

Plot 

Plot 

Goal: Pwr to the People 

U 

Plot 

I Plot 

Goal: The Corporate Mstrs 

C 

Plot 

1 Grp 

Goal: The Hand of Madness C 

Plot 

Grp 

Goal: Up Against the Wall! 

! R 

Plot 

Plot 

Goldfish Fanciers 

R 

Grp 

Per 

Good Polls 

C 

Plot 

Plot 

Gordo Remora 

C 

Per 

1 Plot 

Grassroots Support 

C 

Plot 

Plot 

The Great Pyramid 

S 

Pic 

Plot 

Gremlins 

R 

Plot 

Plot 

Gun Lobby 

C 

Grp 

Res 

Hackers 

U 

Grp 

Plot 

Hallucinations 

C 

Res 

Res 

Hammer of Thor 

C 

Res 

: Grp 

Harmonica Virgins 

c 

Plot 

: Per 

Hat Trick 

c 

Plot 

: Plot 

Hawaii 

c 

Pic 


Hex 

Hidden City 
Hidden Influence 
Hillary Clinton 
Hit and Run 
Hitler’s Brain 
Hoax! 

Hollywood 
The Holy Grail 
Hurricane 
I Lied 
LR.S. 

Imelda Marcos 
Immortality Serum 
Impostor 
Infobahn 
Intellectuals 
Interference 
Int. Cocaine Smuggl. 

Int. Comm. Conspiracy. 

Int. Weather Organiz. 

The Internet Worm 
Israel 
Italy 

Jake Day 
Japan 
Jihad 

Jimmy Hoffa 
loggers 
Junk Mail 
Just Say No 

Ketchup Is A Vegetable 
Kinder and Gentler 
KKK 

L-4 Society 
Las Vegas 
Lawyers 

Let’s Get Organized 
Let’s Get REALLY Organized 
Let’s You and Him Fight 
Liberal Agenda 
Libertarians 

The Library at Alexandria 
Liquor Companies 
Loan Sharks 

Local Police Departments 

Loch Ness Monster 

Logic Bomb 

Madison Avenue 

The Mafia 

Manuel Noriega 

March on Washington 

Margaret Thatcher 

Market Manipulation 

Martial Law 

Martyrs 

Mass Murder 

Media Blitz 

Media Connections 

Media Sensation 

The Men in Black 

Mercenaries 

Messiah 

Meteor Strike 

MI-5 

Midas Mill 
Miracle Diet Plan 
Mistaken Identity 
Mob Influence 
Monopoly 
Moonbase 
Moonies 
Moral Minority 
Mossad 

Mothers’ March 
Multinational Oil Corp. 
Murphy’s Law 
Mutual Betrayal 

N.S.A. 

Nancy Reagan 
NASA 

Nationalization 

NATO 
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C Dis 
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Grp 
Plot 
U Grp 
U Plot 
Plot 
Grp 
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Necronomicon 
Nephews of God 
The Network 
Never Surrender 
New Blood 
New Federal Budget 
New York 

Nice Idea. It’s Mine Now 
Ninjas 

Nobel Peace Prize 
Nuclear Accident 
Nuclear Pwr. Co.’s 
NWO:A 1000 pts.(bl) 
NWOtBigger Business(yel) 
NWO:Chick. in Every Pot(bl)C 
NWO:Don’t Forget to Smash the 
State(y) C 

NWO:Energy Crisis(blue) R 
NWO:Fear & Loathing(blue) U 
NWO:Gun Control(red) U 

NWO:Law & Order(yel) U 

NWO:Mil-Ind Complex(yel) C 
NWO:Peace in Our Time C 
NWO:Political Correctness U 
NWO:Solidarity(red) C 

NWO:Tax Reform (red) R 

NWO:World Hunger(blue) C 
NWO:World War 3(yel) R 

A Offer You Can’t Refuse R 

Offshore Banks U 

Ollie North U 

OPEC C 

Opportunity Knocks R 

Orbit One U 

Orbit. Mind Cont. Lasers C 

Oregon Crud (The) R 

Paranoids C 

Payoff C 

Pentagon C 

Perpetual Motion Mach. R 

Phone Company U 

Phone Phreaks C 

Plague of Demons R 

Pledge Drive U 

Poison C 

Pollsters R 

Post Office C 

Power Corrupts C 

Power Grab C 

Prince Charles U 

Princess Di U 

Principia Discordia C 

Privatization C 

Privileged Attack C 

Professional Sports U 

Pschiatrists U 

Pulitzer Prize C 

Punk Rockers C 

Purge C 

Pyramid Marketing SchemesS 
Rain of Frogs U 

Reach Out... R 

Read My Lips C 

Recording Industry C 

Red Cross R 

Red Scare U 

Reform Church Of Satan U 
Religious Reich C 

Reload! U 

Reorganization C 

Republicans U 

Resist, is Useless! R 

Revolution! U 

Rewriting History R 

Rifkinites R 

Robot Sea Monsters U 

Rogue Boomer C 

Ronald Reagan C 

Rosicrucians C 

Ross Perot R 

Russia C 

S.M.O.F. R 

Sabotage R 


Saddam Hussein 
Sat. Morn. Cartoons 
Save the Whales 
Savings 8r Loan Scam 
Savings & Loans 
Scandal 

Science Fiction Fans 
The Second Bullet 
Secret Service 
Secrets Man Was Not ... 
Secular Humanists 
Seize The Time! 
Self-Esteem 

Semiconcious Lib. Army 
Senate Invest. Comm. 
Servants of Cthulhu 
Shangri-La 
Shroud of Turin 
Silicon Valley 
Slush Fund 
Sniper 

Soc. for Creat. Anarchism 
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Stonehenge 
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Straighten Up 
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Subliminals 
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Sucked Dry & Cast Aside! 
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Suicide Squad 
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Supreme Court 
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Survivalists 
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Sweeping Reforms 
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Sweepstakes Prize 
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Switzerland 

C 

Pic ' 

Grp 

Tabloids 

U 

Grp 

Grp 

Talisman of Ahrimanes 

C 

Plot j 

Dis 

Tax Breaks 
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Time Warp 
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Triliberal Commission 
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UFOs 
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United Nations 

C 

Grp i 

Plot 
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Unmasked! 
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Upheaval! 
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Urban Gangs 
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Vatican City 
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Video Games 
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Volcano 
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Volunteer Aid 
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Voodoo Economics 
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Voudonistas 

U 

Grp 
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Vultures 
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Wall Street 
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Suite 105 

149 Fulford-Ganges Rd 
Saltspring Island 
B.C. Canada 
V8K 2K5 


GALAXY. 

COLLECTABLES & MORE 



MAGIC MAIL ORDER ! 


^SPECIALIZING IN SINGLE CARD SALES * ALPHA, BETA, UNLIMITED, REVISED 

* ARABIAN NIGHTS, ANTIQUITIES, LEGENDS, DARK, FALLEN EMPIRES 

* THOUSANDS OF CARDS IN STOCK * JYHAD, STAR TREK, WYVERN, & MORE I 
* 8 YEARS IN MAIL ORDER * ORDER WITH CONFIDENCE I 

* 2-TIME AWARD WINNER FOR EXCELLENCE IN CUSTOMER SERVICE. 

* FAST SHIPPING, ANYWHERE IN THE WORLD I 
* CHECKS, MONEY ORDERS, VISA, MASTERCARD, AMERICAN EXPRESS ACCEPTED 


| 

! 


MAGIC THE GATHERING, ARABAIN NIGHTS, LEGENDS, THE DARK, ANTIQUITIES, AND JYHAD ARE ALL TRADEMARKS 
OF WIZARDS OF THE COAST. WIZARDS OF THE COAST IS A REGISTERED TRADEMARK 


604-537-9460 


ORDER 24 HOURS-A-DAY, 7-DAYS A WEEK 
VIA MODEM WITH OUR ON-LINE CATALOG. 


| fax: 537-9851 

^11 ti 11111II1M 111111111 


CALL THC BBS (604) 537-5204 (28.8 bps) 


OR BY INTERNET E-MAIL AT 
galaxy@compucom.islandnet.com 


■ ■ ■ ■ ■■■■■■■■■■■■■ 


mm 

'95 






AUNIJf/iCTIJCCRS 


ARTISTS 


RTTAILTRS 


JUNE IC-11. 199(5 

SPRINGFIELD, ILLINOIS 

RRAIRIT CAPITAL CCNVENTICN CENTER 
TUCUSANDS in PRIZES and GIVEAWAYS 

LIMITED BOOSTER BOXES, ARTISTS PRINTS, 

BLACK LOTUS AND MORE. 

TOURNAMENTS 

DIXIE: THE CIVIL WAR GAME*, STAR TREK: TNG, 

MAGIC: THE GATHERING (SINGLES* & SEALED DECKS*) 
AND OTHERS. 

* DENCLES SANCEIGNED 


CCSTS $8.00 PREREGISTERED FOR BOTH DAYS; $5.00 /DAY AT DOOR 

PRE-REGISTER BY MAY 10th TO GUARANTEE YOUR CHOICE OF EVENT. 

(BONUS PREMIUM TO FIRST 200 TO PRE-REGISTER) 

TCP ViCRt INTCR/WAIICN CCNTACT: CHRIS MARTIN 

(217) 753-3916 























AC-40 "Justifier 
Agent Nick Michaels 
AH/UH-19 Grapeshot Guardian 
Airman 

Alakhai The Cunning 
Ambush 
Animate Head 
Archangel 

Archinquisitor Nikodemus 
Assassination 
Automatic Fire 
Bacteria Grenade 
Bamboozled! 

Bauhaus Blitzer 

Bauhaus Great Infurior 

Bayonet 

Big Bob Watts 

Billy 

Blessed Armor 

Blessed Legionnaire 

Blessed Vestal Laura 

Blindness 

Blood Beret 

Blood Lust 

Bogged Down 

Born With a Silver Spoon 

Botched Orders 

Cairath 

Callistonian Intruder 
CAP 7000P 


Capitol Sword of Honor 
Cardinal Dominic 
Centurion 

Changeling Empathy 
Chasm! 

Chasseur 
Chemiman 
Child of Ilian 
Chosen 

Citadel of Algeroth 
Citadel of Demnogonis 
Citadel of Ilian 
Citadel of Muawijhe 
Citadel of Semai 
| Clan Infighting 
I Clansman 
Clansman Claymore 
Combat Armor 
Combat Warhead 
Command 
Composite Armor 
Confuse 
Control Mind 
Corporate Shenanigans 
Corrupt Shield 
Cowardice 

Crenshaw The Mortificator 

Cuirassier 

Curator 

Curator Sword 

Cybercurity MP 

Cybernetic Power Arm 

Cybernetic Retinas 

Dark Fire 

Dark Kohort 

Dark Visitation 

Deathlockdrum 

Decay 

Deform 

Demolition Kit 
Demoted 

Desperate Measures 
Destroy Kohort 
Destroy Squad 
Dimensional Hole 
Dimensional Warp 
Discern Truth 
Discovered 
Disrupt Power 
Distort 

Divine Inspiration 
Doomed 
Dragoon 
Dull Blade 


U Dutiful Service 

C Earthquake 

R Edward S. Murdoch 

U Efficiency Training 

R Elemental Ball 

U Elemental Bolt 

R Elemental Empathy 

C Elemental Wall 

R Empathy 

R Essence of Clarity 

U Essence of Integrity 

U Essence of Morality 

U Essence of Purity 

C Essence of Rectitude 

R Essence of Virtue 

C Establish Defensive Perimeter 

R Etoiles Morantes 

C Evasion Training 

R Evasive Action 

C Ex-Capitol Freelancer 

U Ex-Cybertronic Freelancer 
C Ex-Imperial Freelancer 

C Ex-Mishima Freelancer 

C ExBauhaus Freelancer 

R Exonerated Ronin 

U Exorcise Dark Influences 
R Exorcise Disease 

R Exorcise Empathy 

U Exorcise Evil Thoughts 
R Exorcise Infection 

U Exorcise Poison 

R Exorcise Self 

U Exorcise Wound 

U Exorcism 

C Expedite Request 

C Explosion 

U Ezoghoul 

C Fallen From Favor 

R Fay & Klaus 

U Fifteen Minutes of Fame 
U First Aid Kit 

U Flow of Acid 

U Flush Out The Coward 

U Fly 

R Forced March 

C Fortune of War 

U Foxhole 

C Framed! 

U Free Marine 

U Fukido 

R Fukimura No. 12 Kamikaze 
R Fury of the Clansmen 

U Gale Force Winds 

R Gaze 

U Gehenna Puker 

U Gift of Fate 

R Golden Lion 

C Greater Domination 

U Greater Hypnosis 

U Greater Telepathy 

C Grenade Launcher 

R Hand of Death 

R Hatamoto 

C Heavy Fog 

R Heimburg 

U Heretic 

R Hidden In The Shadows 

U HMG MK. XIXB Charger 

U Honorary Baptism 

R Hussar 

U Illusion 

R Immaculate Fury 

R Imperial Doomlord 

R Imperial Southpaw 

U Improve Self 

U Indigestion 

U Infantry 

U Infection 

U Infiltration 

U Influence 

R Initiative 

U Inquisitor 

C Inquisitor Majoris 

C Insane Dance 
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C 

C 
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C 

U 
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R 
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U 

C 

U 

R 

U 

C 

C 

R 
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Inspire the Masses 

Inspired 

Installation 

Insubordination 

Internal Affairs Crackdown 

Invoke Frenzy 

Invoke Pain 

Item Vision 

Ivulnerability 

Joy of Victory 

Keeper of The Art 

Kinetic Empathy 

Knighthood 

Kratach 

L&A Plasma Carbine 
Lane Chung 
Legionnaire of Semai 
Lesser Domination 
Lesser Hypnosis 
Lesser Telepathy 
Levitation 
Longshore 
Lost Paperwork 
Lucky Shot 
Machinator 
Malfunction! 

Manifest Destiny 
Manipulative Empathy 
Martial Training 
Martian Banshee 
Max Steiner 
Mental Constitution 
Mind Melt 
Mind Wall 
Miscommunication 
Mitch Hunter 
Mortificator 
Mortis Sword 
Mystic 

Mystical Training 
Narrow Escape! 

Necromutant 
Necrovisual Link 
Negative Karma 
Nepharite Hunt 
Nepharite of Algeroth 
Nepharite of Demnogonis 
Nepharite of Ilian 
Nepharite of Muawijhe 
Nepharite of Sumai 
Nimrod Autocannon 
Noted Efficiency 
Out of Ammo 
Pam Afton 

Personal Anti-Personnel Mines 
Phantasm 

Portable Force Shield 

Portal of Dark Healing 

Portal of The Great Conqueror 

Portal of Undeath 

Portents of Victory 

Positive Karma 

Possess 

Powerful Blow 

Premonition 

Premonition Empathy 

Presence 

Pretorian Stalker 

Proficiency 

Prove Your Valor 

Psycho-Scanner 

Punisher Blade 

Punisher Handgun 

Purple Shark 

Radar Scanner 

Rams Air Cavalry 

Razide 

Recalled 

Reinforcements 

Reinstatement 

Repentance 

Reputation 

Resist Elements 

Resist Pain 


R Retraining U 

C Retreat! C 

R Reverberating Sharpener C 

U Reversal of Fortune R 

R Revisor C 

R Rogue U 

U Ruthless Efficiency R 

U Sabotage! R 

U Sacred Warrior C 

C Samurai C 

R San Dorado U 

U Scalper U 

U Screaming Legionnaire C 

U Scythe of Semai R 

U Sea Lion C 

U Sean Gallagher R 

C Secret Headquarters R 

C Secret Mission R 

C Send Dreams U 

C Sgt. Me Bride U 

U Sharpshooter R 

U Sherman .74 Model 13 Bolter U 

U Shield C 

C Shrieketh R 

C Shroud R 

C Siege of The Citadel R 


U SMG MK. Ill Interceptor 
R Smoke Bomb 

C Snub The Cardinal 
R Special Commendation 
U Speed 

U Spiked Barricade 
C Spoke In The Cog 

U Spy in The Ranks 
R Stigmata 

C Strategic Restructuring 

U Strength of Will 

U Strike 

R Suggestion 
U Suicide Mission 

C Suicide Warhead 

R Sunset Striker 

R Surprise Attack 

R Surprise Invasion! 

R “T-32 “”WoIfbane”” JBT” 

R Tactical Advantage 

R Tainted! 

R Take Aim 

R Take Cover 

R Tatsuo 

U Telepathic Message 

C Teleportation 

U Telescopic Sight 

R Templar 

U Terror 

R The Cathedral 

R The HQ 

R Ticker 

R Time Death 

U Time Rot 

U Traitor Discovered 

R Trencher 

C Trevor Bartholomew 
U True Gate 

U True Path 

C Twist of Fate 

R Twitcher 


C Undead Legionnaire C 

R Undercover Agents R 

R Valerie Duval R 

U Valkyrie C 

U Vassht U 

R Venusian Ranger C 

C Violator Sword U 

U Well-rounded Squad R 

R Whispers of Heresy R 

R Wind of Insanity U 

U Wolfbane Light Cavalry U 

U Yojimbo R 

R Young Guard C 

R Zenithian Soulslayer U 

C 
C 
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Weapon 

Pilum Torpedoes 

A G 

Weapon 

Planet Buster Bomb 

A G 

Weapon 

Pulse Cannon Gun Turret 

Steve Youll 

Weapon 

Ramming Armor 

Steve Youll 

Weapon 

Shield Booster 

Paul Youll 

Weapon 

Synthetic Diamond Armor 

A G 

Weapon 

Tractor Beam 

A G 

Weapon 

Turbo Drive 

A G 

Artifact 

The Presidential Seal 

Paul Youll 

Crew 

Legendary Battery Commander 

A G 

Crew 

Legendary Engineer 

Doug Shuler 

Crew 

Legendary Executive Officer 

Doug Shuler 

Crew 

Legendary Governor 

Doug Shuler 

Crew 

Legendary Squadron Leader 

Jeff Butler 

Crew 

Legendary Squadron Maintenance Off 

Jeff Butler 

Crew 

Legendary Tactics Officer 

A G 

Damage 

Damage Repair 

Pete Venters 

Damage 

Hangar Fire 

AR 

Damage 

Hull Breach 

Paul Youll 

Damage 

Radiation Leak 

CS 

Damage 

Space Fungus 

Steve Youll 

Damage 

Torpedo Bay Explosion 

CS 

Fate 

Artifact Heist 

Pete Venters 

Fate 

Assassination 

Steve Youll 

Fate 

Bribe 

Doug Shuler 

Fate 

Codes Broken 

Pete Venters 

Fate 

Dark Matter Creatures 

Steve Youll 

Fate 

Ghost Ship 

Paul Youll 

Fate 

Glitzy Ad Campaign 

Pete Venters 

Fate 

Hyperspace Radio Taunt 

Steve Youll 

Fate 

Jump to Hyperspace 

CS 

Fate 

Pilot Error 

SS 

Fate 

Planetary Survey 

Paul Youll 

Fate 

Prayer 

Doug Shuler 

Fate 

Regroup 

Steve Youll 

Modifier 

Listening Post 

Steve Youll 

Modifier 

Minefield Strength 2 

Pete Venters 

Modifier 

Nebula 

Paul Youll 

Modifier 

Orbital Defense Platform 

Jeff Butler 

Modifier 

Planetary Base 

SS 

Modifier 

Planetary Defenses 

A G 

Modifier 

Quantum Space Anomaly 

Pete Venters 

Modifier 

Underground Facilities 

Paul Youll 

Pers 

Rogar of Mooria 

JH 

Pers 

Warlord Bayne 

KM 

Pers 

Warlord Broselle 

MB 

Pers 

Warlord DiLuna 

JH 

Pers 

Warlord Fanzib 

AR 

Pers 

Warlord KM 

KM 

Pers 

Warlord Rykilith 

Steve Youll 

Pers 

Warlord Shagroth 

KM 

Ship 

Dreadnought - Vulcan Class 

Kevin Stein 

Ship 

Dreadnought - Odin Class 

SS 

Ship 

Dreadnought - Scipio Africanus Class 

CS 

Ship 

Fleet Support Ship - Zeus Class 

Kevin Stein 

Ship 

Fleet Carrier - Tiberius Class 

CS 

Ship 

Taskforce Carrier - Aegir Class 

SS 

Ship 

Command Cruiser - Tyr Class 

SS 

Ship 

Command Cruiser - Galerius Class 

CS 

Ship 

Command Cruiser 

CS 

Ship 

Missile Cruiser - Forseti Class 

SS 

Ship 

Missile Cruiser - Mineerva Class 

Kevin Stein 

Ship 

Missile Cruiser - Fenris Class 

SS 

Ship 

Fast Light Carrier - Baldur Class 

SS 

Ship 

Fast Light Carrier - Vesta Class . 

Kevin Stein 

Ship 

Fleet Protector - Njoerd Class 

SS 

Ship 

Fleet Defender - Idun Class 

SS 

Ship 

Fleet Defender - Remus Class 

CS 


Ship Light Carrier - Augustus Class CS 

Ship Light Carrier - Neptune Class Kevin Stein 

Ship Light Carrier - Poseidon Class Kevin Stein 

Ship Light Carrier - Dragon Class CS 

Ship Destroyer Escort - Loki Class SS 

Ship Destroyer Escort - Frey Class SS 

Ship Torpedo Gunboat - Wotan Class SS 

Ship Torpedo Gunboat - Ceres Class SS 

Squadron Dagger Fighters - Opal Squadron Kevin Stein 

Squadron Dirk Fighters - Platinum Squadron Pete Venters 

Squadron Dirk Fighters - Mercury Squadron Pete Venters 

Squadron Dirk Fighters - Ruby Squadron Pete Venters 

Squadron Schiavona Fighter-Bombers Kevin Stein 

SquadronSchiavona Fighter-Bombers Kevin Stein 

Squadron Stiletto Bombers - Zircon Squadron Kevin Stein 

Squadron Stiletto Bombers - Jet Squadron Kevin Stein 


Tactic 

Bombing Blitz 

Doug Shuler 

Tactic 

Caracole 

Paul Youll 

Tactic 

Deep Penetration 

Pete Venters 

Tactic 

Home Defense Fighters 

Paul Youll 

Tactic 

Mass Fire 

A G 

Tactic 

Propaganda Campaign 

Doug Shuler 

Tactic 

Recalled to Base 

CS 

Tactic 

Reconnaissance Mission 

Paul Youll 

Tactic 

Ripple Fire 

Pete Venters 


Rarity Type 


Crew 


Crew 


IP® 


Name 

Legendary‘Bots 
Legendary Bombardier 
Legendary Chaplain 
Legendary Flight Leader 
Legendary Gunner 
Legendary Intelligence Officer 
Legendary Navigator 
Legendary Reconnaisance Officer 
Legendary Rescue Officer 
Legendary Ship’s Pilot 
Damage Catapult Failure 
Damage Damage Control 
Damage Engine Failure 
Damage Squadron Battle Damage 
Fate Black Hole 
Fate Revolt 
Modifier Asteroid Field 
Modifier Minefield Strength I 


Artist 

AR 

Jeff Butler 
Doug Shuler 
Jeff Butler 
A G 
MB 

Paul Youll 
Paul Youll 
Doug Shuler 
Jeff Butler 
A G 
SS 

Steve Youll 
Steve Youll 
Steve Youll 
SS 

Paul Youll 
Pete Venters 


Ship 

Battleship - Trajan Class 

CS 

Ship 

Battleship - Thor Class 

SS 

Ship 

Battleship - Odysseus Class 

Kevin Stein 

Ship 

Battleship - Mars Class 

Kevin Stein 

Ship 

Battleship - Achilles Class 

Kevin Stein 

Ship 

Battleship - Chimera Class 

Mike Scott 

Ship 

Escort Carrier - Prometheus Class 

Kevin Stein 

Ship 

Escort Carrier - Tokugawa leyasu Class 

CS 

Ship 

Escort Carrier - Triton Class 

Kevin Stein 

Ship 

Escort Carrier - Caligula Class 

CS 

Ship 

Escort Carrier - Heimdall Class 

SS 

Ship 

Escort Carrier - Hyperion Class 

Kevin Stein 

Ship 

Heavy Cruiser - Gorgon Class 

Mike Scott 

Ship 

Heavy Cruiser - li Naomasa Class 

CS 

Ship 

Heavy Cruiser - Hades Class 

Kevin Stein 

Ship 

Heavy Cruiser - Jupiter Class 

Kevin Stein 

Ship 

Heavy Cruiser - Joerd Class 

SS 

Ship 

Heavy Cruiser - Atlas Class 

CS 

Ship 

Heavy Cruiser - Julius Caesar Class 

CS 

Ship 

Heavy Cruiser - Kuroda Nagamasa Class CS 

Ship 

Heavy Cruiser - Basilisk Class 

Mike Scott 

Ship 

Light Cruiser - Cronos Class 

Kevin Stein 

Ship 

Light Cruiser - Hera Class 

Kevin Stein 

Ship 

Light Cruiser - Unicorn Class 

Mike Scott 

Ship 

Light Cruiser - Grendel Class 

Mike Scott 

Ship 

Light Cruiser - lapetus Class 

Kevin Stein 

Ship 

Light Cruiser - Carinius Class 

CS 

Ship 

Light Cruiser - Hydra Class 

Mike Scott 

Ship 

Light Cruiser - Didius Julianus Class 

CS 

Ship 

Light Cruiser - Rhea Class 

Kevin Stein 

Ship 

Light Cruiser - Chimera Class 

Mike Scott 

Ship 

Light Cruiser - Hippogriff Class 

Mike Scott 

Ship 

Light Cruiser - Oda Nobunaga Class 

CS 

Ship 

Light Cruiser - Demeter Class 

Kevin Stein 

Ship 

Destroyer - Romulus Class 

CS 

Ship 

Destroyer - Nero Class 

CS 

Ship 

Destroyer - Fofner Class 

SS 

Ship 

Destroyer - Griffin Class 

Mike Scott 

Ship 

Destroyer - Sphinx Class 

Mike Scott 

Ship 

Destroyer - Minotaur Class 

Mike Scott 

Ship 

Destroyer - Antiochus Class 

CS 

Ship 

Destroyer - Cyclops Class 

Mike Scott 

Ship 

Destroyer - Nemesis Class 

Kevin Stein 

Ship 

Destroyer - Galleinus Class 

CS 

Ship 

Destroyer - Florianus Class 

CS 

Ship 

Destroyer - Date Masamune Class 

CS 

Ship 

Destroyer - Typhon Class 

Mike Scott 

Ship 

Destroyer - Hestia Class 

Kevin Stein 

Ship 

Frigate - Honda Tadatsugu Class 

CS 

Ship 

Frigate - Hellhound Class 

Mike Scott 

Ship 

Frigate - Mercury Class 

Kevin Stein 

Squadron Falcata Fighters - Garnet Squadron 

CS 

Squadron Rapier Fighters - Sapphire Squadron 

Kevin Stein 

Squadron Rapier Fighters - Onyx Squadron 

Kevin Stein 

Squadron Rapier Fighters - Amethyst Squadron 

Kevin Stein 

Squadron Scimitars (Long Range) Fighter-Bombers 

Kevin Stein 


Tactic 


Tactic 


Tactic 


Squadron Scimitars (Long Range) Fighter-Bombers Kevin Stein 
Squadron Scimitars (Long Range) Fighter-Bombers Kevin Stein 
Squadron Scimitars (Short Range) Fighters CS 

Squadron Scimitars (Short Range) Fighters CS 

“ ' Fighting Withdrawl Pete Venters 

Jump Shift A G 

Last Ditch Defense Steve Youll 

Micro Jump A G 

Running the Flank A G 

Shield Rotation A G 

Weapon Boffin Turret A G 

Weapon Deadman Switch A G 

Weapon Gatling Laser Cannon A G 

Weapon Kamikaze Doom Driver Torpedoes A G 

Weapon Laser Dazzler A G 

Weapon Long Range Guns Steve Youll 

Weapon Magnetic Repellor Shields A G 

Weapon Minesweeper Gear A G 


U 

Tactic 

Scramble 

AR 

U 

Tactic 

Tactical Reverse 

Steve Youll 

U 

Tactic 

Tactical Surprise 

Steve Youll 

U 

Tactic 

Weapon Conduit 

A G 

U 

Weapon 

Armored Marine Landing Barge 

Steve Youll 

u 

Weapon 

Harmonic Shield Disrupter 

Pete Venters 

u 

Weapon 

HyperMissile 

A G 

u 

Weapon 

Mark XXVI Smart Bombs 

Paul Youll 

u 

Weapon 

Plasma Web 

Paul Youll 

u 

Weapon 

Ramming Shields 

A G 

u 

Weapon 

Smart Torpedoes 

Pete Venters 

LI 

Weapon 

Spinal Mount Meson Cannon 

A G 

u 

Weapon 

Squadron Automated Lauh Tubes 

Steve Youll 

u 

Weapon 

Vertical Lauh Thrusters 

Paul Youll 

u 

Weapon 

Wild Weasle Pod 

Paul Youll 

R 

Artifact 

Bloodsword 

Steve Youll 

R 

Artifact 

Democratic People’s Medal of Honor 

Paul Youll 

R 

Artifact 

Mark of Cowardice 

Doug Shuler 

R 

Artifact 

Ruins of the Guardian Abbey 

Steve Youll 

R 

Artifact 

Sacred Blade 

Doug Shuler 

R 

Artifact 

Sceptre of the Goddess 

Pete Venters 

R 

Artifact 

Space Rotation Bomb 

Steve Youll 

R 

Artifact 

Star Jewel 

Steve Youll 

R 

Crew 

Legendary Captain 

Doug Shuler 

R 

Damage 

Aerial Bombardment 

Paul Youll 

R 

Fate 

Atheism 

Doug Shuler 

R 

Fate 

Crisis in Command 

Pete Venters 

R 

Fate 

Mutiny 

Steve Youll 

R 

Fate 

Royal Dispute 

Steve Youll 

R 

Fate 

Sabotage! 

Paul Youll 

R 

Fate 

Salvage Base 

Paul Youll 

R 

Fate 

Ship Crash 

Paul Youll 

R 

Fate 

Ship of Fools 

Doug Shuler 

R 

Fate 

Solar Flares 

Steve Youll 

R 

Modifier 

Civil Defense 

Steve Youll 

R 

Modifier 

Cult Following 

Doug Shuler 

R 

Modifier 

Field Promotion 

Doug Shuler 

R 

Modifier 

Military Academy 

Doug Shuler 

R 

Modifier 

Minefield Strength 3 

Pete Venters 

R 

Modifier 

Rebuild and Overhaul Facility 

Paul Youll 

R 

Modifier 

Ship’s Cat 

Doug Shuler 

R 

Modifier 

Social Malaise 

Steve Youll 

R 

Pers 

Admiral Aks 

Doug Shuler 

R 

Pers 

Garth Pantha 

JH 

R 

Pers 

James M. Warden 

JH 

R 

Pers 

King Dion Starfire 

Steve Youll 

R 

Pers 

Lord Derek Sagan 

Steve Youll 

R 

Pers 

Lady Maigrey Morianna 

Steve Youll 

R 

Pers 

Raoul and the Little One 

Steve Youll 

R 

Pers 

Snaga Ohme 

Steve Youll 

R 

Pers 

Sparafucille 

Doug Shuler 

R 

Pers 

Xris and Mag Force 7 

Steve Youll 

R 

Squadron Claymore Bombers - Thundering 

Pete Venters 

R 

Squadron Flamberge Bombers - Rolling 

Pete Venters 

R 

Squadron Katana Fighters - Bloodstone Squadron 

Kevin Stein 

R 

System 

Special System Adonia 

Paul Youll 

R 

System 

Special System Canus Prime 

A G 

R 

System. 

Special System Capital of the Dem. 

A G 

R 

System 

Special System Hell’s Outpost 

Steve Youll 

R 

System 

Special System Laskar 

Paul Youll 

R 

System 

Special System Mescopolis 

AR 

R 

System 

Special System Shiloh 

Steve Youll 

R 

System 

Special System Solgarth 

A G 

R 

System 

Special System TISor 

Paul Youll 

R 

System 

Special System Vangelis II 

A G 


System 

System 

System A 

A G 

System 

System 

System B 

A G 

System 

System 

System C 

A G 

System 

System 

System D 

A G 

System 

System 

System E 

A G 

System 

System 

System F 

A G 

System 

System 

System G 

A G 

System 

System 

System H 

A G 

System 

System 

System 1 

A G 

System 

System 

System J 

A G 

System 

System 

System K 

A G 

System 

System 

System L 

A G 

System 

System 

System M 

A G 

System 

System 

System N 

A G 

System 

System 

System O 

A G 

System 

System 

System P 

A G 

System 

System 

System Q 

A G 

System 

System 

System R 

A G 

System 

System 

System S 

A G 

System 

System 

System T 

A G 

System 

System 

System U 

A G 

System 

System 

System V 

A G 

System 

System 

System W 

A G 

System 

System 

System X 

A G 

System 

System 

System Y 

A G 













T 

Rm 

Rm 

P 

T 

Rm 

P 

Rm 

T 

S 

P 

PP 

T 

Rm 

P 

Rm 

P 

S 

T 

L 

Rm 

Rm 

T 

T 

T 

Rm 

PP 

PP 

Rm 

Rm 

S 

T 

Rm 

Rm 

T 

S 

Rm 

T 

T 

T 

Rm 

T 

Rm 

T 

S 

Rm 

S 

T 

Rm 

T 

Rm 

T 

PP 

P 

T 

S 


Type 


Freq. 

UC 

M 

M 

V 


DK 

DCS 

RL 

TD 

DCS 

RL 

TD 

RL 

DCS 

TD 

TD 

TD 

RRI 

DK 

TD 

TD 

TD 

TD 

DK 

RRI 

RL 

TD 

RL 

TD 

DK 

DK 

RL 

DK 

RL 

RL 

RL 

DK 

RL 

RL 

DK 

DCS 

TD 

DCS 

TD 

DK 

DCS 

RL 

RL 

DK 

DCS 

RL 

DCS 

RL 

DK 

TD 

TD 

TD 

RRI 

RL 

TD 

TD 


Artist 

TD 

TD 

TD 

RL 


BLOOD ARS Card Game 
DUEL-DECK Card Distribution: 

100 cards per Duel-Deck 
(2 decks of 50 cards ea.) 

Frequency = Most Common (M); Very Common (V); 
Common (C); Uncommon (UC); Rare (R); 
Ultra-Rare (UR); Chase (Ch). 

| Card Artists = Tony DiTerlizzi (TD); Newt Ewell (NE); 
Henry Higgenbotham (HH); Paul Jacquays (PJ); Dana 
Knudson (DK); Rob Lazzeretti (RL); Robin Raab (RRI); 
Robh Rupphel (RR2) Dave Sutherland (DCS) 

Battlefields 

i Abbreviations: (P: plane; PP: planar pathway; L: layer; 
Rm: Realm; S: site; T: town) 


Name 

Type 

Freq. Artist 

The Abyss 

P 

M 

RL 

Acheron 

P 

C 

TD 

Amun-Thys 

Rm 

UC 

DK 

Arborea 

P 

C 

TD 

Arcadia 

P 

C 

TD 

Asgard 

Rm 

UC 

RL 

Astral Plane 

P 

C 

DK 

Automata 

T 

UC 

DK 

Azzagrat 

Rm 

V 

RL 

! Baator 

P 

M 

TD 

Barnstable 

T 

R 

RL 

1 Beastlands 

P 

C 

DK 

5 Bedlam 

T 

UC 

RL 

j Bifrost the Rainbow Bridge 

S 

R 

TD 

Bytopia 

P 

C 

TD 

1 Carceri 

P 

M 

DK 

\ Caverns of Thought 

Rm 

R 

TD 

! Court under the Stars 

Rm 

UC 

RL 

Curst 

T 

UC 

DK 

1 Deepshaft Hall 

T 

UC 

TD 

I Demonweb Pits 

Rm 

V 

RL 

1 Dothion 

Rm 

UC 

DCS 

1 Dwarven Mountain 

Rm 

V 

DK 

I Ecstasy 

T 

UC 

DK 

K Elshava 

T 

R 

DK 

Elysium 

P 

C 

DK 

| Excelsior 

T 

UC 

DK 

j Faunel 

T 

UC 

DK 

1 Floating City 

T 

R 

DK 

1 Forbidden Citadel 

T 

V 

RL 

| Fortitude 

T 

UC 

DK 

j Fortress of the Arcanaloth 

S 

UC 

DK 

| Gaola 

T 

UC 

TD 

1 Gates of the Moon 

Rm 

UC 

RL 

• Gehenna 

P 

M 

DK 

The Gilded Hall 

S 

R 

RRI 

Glorium 

T 

UC 

DK 

Grandfather Oak 

T 

R 

RRI 

| The Gray Waste 

P 

M 

DK 

" The Harmonica 

S 

R 

RRI 


The High Grove of Alfheim S R TD 

Hopeless T UC DK 

I Hruggekolokh Rm V DK 


Iron City of Dis 
Jade Palace 
Jotunheim 
Limbo 
Madhouse 

Mausoleum of Chronepsis 

Mechanus 

Merratet 

Minauros the Sinking 

The Mines of Marsellin 

Mount Celestia 

Mount Olympus 

Naratyr 

Nidavellir 

The Outlands 

Palace of Judgement 

Pandemonium 

The Pillar of Skulls 

Plague-Mort 

Plain of Infinite Portals 

Plains of Gallenshu 

Regulus 

Release from Care 

Ribcage 

Rigus 

River Ma’at 

River Oceanus 

River Styx 

Semuanya’s Bog 

Sheela Peryroyl’s Realm 

The Ship of Chaos 

Shra’kt’Ior 

The Silver Sea 

Smaragd 

Soot Hall 

Spawning Stone 

The Spire 

Straifling 

Strongale Hall 

Sylvania 

Teardrop Palace 

Torch 

Torremor 

Tradegate 

Valhalla 

Vanaheim 

The Viper Wastes 

Vorkehan 

Wasting Tower of Khin-Oin 

Windglum 

Winter’s Hall 

Xaos 

Yggdrasil 

Ysgard 

Zoronor, City of Shadows 
Zrintor the Viper Forest 


W arlords (Av: Avatar) 


Name 

Aferoxxynomak 
Amnizu Warden 
Archon Guardian 
Bahamut 


Chronepsis 
Cornugon Whiplord 
Darktome the Arcanaloth 
Deva Commander 
Duchess Callisto 
Duke Lucan 
Duke Windheir 
Echarus 

Ercid, Avenger of Rudra 
Exiraati 

Faaram the Slaadi King 
Faerie Queen Morwel 
Faerinaal, Queen’s Consort 
Gazra 

Gelugon Overlord 
Graz’zt 

Gwynarwhyf the Veiled 

Hawk Lord 

Lazaret the Brown 

Lizard Lord 

Lord Hwhyn 

Lord Rhanok 

Lord Tenarrus 

Lord Thomstel the Maedarson 

Marilith Colonel 

Marisa 

Mellinos the Rrakkmal 
Molydeus Magistrate 
Nalfeshnee Captain 
Nycaloth Warrior 
Old Hannirian 
Pazrael 
Phylaras 
Planetar General 
Quarton Hierarch 
Quinton Hierarch 
Sardior 

Scion of Ilsensine 
Talisid the Leonal Prince 
Throne Archon 
Tiamat 

Tokarrast Mercenary 

Tulani Champion 

Tulani Warlord 

Urial, the Celestial Arrow 

Vadarther the Ultroloth 

Wolf Lord 

Xerxes the Vigilant 


Legion Cards 

Aasimar 

Abishai 

Agathinon 

Alu-Fiend 

Asrai 

Avoral 

Babau Recruiter 

Bacchae 

Baku 

Balaena 

Bar-Lgura 

Barbazu 

Barghest Lord 

Barghest Legionnaire 


UC PJ 
C TD 
UC TD 
C TD 
R TD 
UC TD 
C TD 
C TD 
UC TD 
R RL 
R TD 
R TD 
R TD 
UC TD 








TD 

Sword Archon 

RL 

Tiefling Amazon 

TD 

Tiefling Wanderer 

TD 

Tiefling Wizard 

TD 

Trumpet Archon 

TD 

Ursinal Guardinal 

TD 

Vargouilles 

TD 

Vrock 

TD 

Warden Archon 

TD 

Yagnoloth 

RL 

Zoveri 

TD 

DCS 

TD 

TD 

Fate Cards 

(I: Item; Imi: Item, Magical Item; 
Orders; Sp: Spell) 

TD 

Name 

TD 

Ambush! 

TD 

Animate Battlefield 

TD 

Armor of Invulnerability 

TD 

Assassination Plot 

TD 

Astral Conduit 

RL 

Battle Scarred Planes 

RL 

Betrayal 

TD 

Blade of Loyalty 

TD 

The Bladed Mace 

TD 

Blood War Provocation 

TD 

Call to Arms 

TD 

Cambion Mercenary 

TD 

Charge! 

TD 

Cloak of Invisibility 

TD 

Conclave of Generals 

TD 

Consolidation of Power 

TD 

Cranium Blast 

TD 

Crystal Ball 

TD 

Dragonscale Armor 

TD 

End Hostilities! 

TD 

Escape from Death 

DK 

Gate Key 

TD 

Honorable Passing 

TD 

Invite to Battle 

TD 

Lance of Pain 

TD 

Lost Comrade Returns 

TD 

Mace of Misery 

TD 

Major Transformation 

TD 

Modron Procession 

TD 

Monster Summons 

RL 

Pandemonium Madness 

TD 

Political Scapegoat 

TD 

Powers of Evil Intervene 

TD 

Powers of Good Intervene 

TD 

Powers of Neutrality Intervene 

TD 

Press Gang 

TD 

Prime Summons I 

TD 

Prime Summons II 

TD 

Prime Summons III 

RL 

Prime Summons IV 

TD 

Protection vs. Fate 

TD 

Protection vs. Legions 

TD 

Protection vs. Warlords 

RL 

Rain of Fire 

TD 

Renegotiations 

TD 

Scepter of Shekelor 

TD 

Scimitar of Valor 


j| Blue Slaad 
if Bralani Eladrin 
Buseni 

Cambion Baron 
Cervidal 
Chaos Beast 
Chaos Imps 
Chasme 

Clueless Warrior 
Clueless Wizard 
Coure Eladrin 
Cranium Rats 
Decaton 
Dergholoth 
Dretch 
Einheriar 
Elves of Arborea 
H Equinal Guardinal 
™ Erinyes 
Fensir Rakka 
Fire Mephit 
Firre Eladrin 
Ghaele Eladrin 
Githyanki 
Githzerai 
Glabrezu 
Gray Slaad 
Green Slaad 
Hamatula 
Hound Archon 
Hydroloth 
Kochrachon 
Lantern Archon 
Leonal Guardinal 
Light Aasimon 
Lillend 
Lupinal 

Malaetar Rider 

Malelephant 

Mezzoloth 

Monodrone 

Movanic Deva 

Nabassu 

Nic’Epona 

Night Hag 

Norse Dwarves 

Noviere Eladrin 

Nupperibo 

Octon 

Oread 

Osyluth 

Outsider Archer 

Parai 

Piscoloth 

Quadrone 

Quill 

Red Slaad 
Rogue Modron 
Shield Maidens of Odin 
Shiere Eladrin 
Snowhair Oread 
Spinagon 
Spirit of the Air 
Succubus 


la: Item, 


Type 

O 

Sp 

I 

Sp 

Sp 

Sp 

Sp 

I 

I 

Sp 

Sp 

o 

o 

Imi 

Sp 

Sp 

Sp 

Imi 

I 

O 

Sp 

o 

Sp 

Sp 

I 

Sp 

Sp 

Sp 

Sp 

Sp 

Sp 

o 

o 

o 

Sp 

Sp 

Sp 

Sp 

Sp 

Sp 

Sp 

Sp 

Sp 

o 

la 

I 


C 

TD 

UC 

TD 

C 

DK 

R 

TD 

UC 

TD 

UC 

TD 

C 

TD 

UC 

TD 

C 

TD 

UC 

TD 

R 

TD 

Artifact; 

0: 


Freq. 

Artist 

C 

TD 

UC 

TD 

C 

TD 

R 

TD 

C 

TD 

R 

RL 

C 

TD 

C 

DK 

UC 

DK 

C 

TD 

C 

PJ 

UC 

TD 

C 

TD 

UC 

NE 

UC 

TD 

R 

HH 

C 

NE 

UC 

DCS 

UC 

NE 

R 

TD 

C 

TD 

UC 

TD 

C 

TD 

C 

TD 

C 

DK 

UC 

TD 

C 

DK 

c 

TD 

c 

DCS 

c 

TD 

c 

TD 

c 

TD 

UC 

TD 

R 

NE 

R 

NE 

UC 

PJ 

C 

TD 

UC 

TD 

UC 

TD 

R 

TD 

C 

NE 

C 

NE 

C 

NE 

C 

HH 

C 

TD 

R 

TD 

UC 

DK 


Escalation Pack I / 
Chase Cards 

15 cards per Escalation Pack; packs consist of 
original 300 cards + 34 chase cards. 


Legion Cards 

Bugbear Shaman 
Tutor of the Crone 


TD 

TD 


Spell Mirror 
Spies in the Walls 
Spirited Troops 
Stolen Seat of Power 
Sword of Purity 
Tide Turns! 

Trident of Corruption 
Unified Front 


Ac: Acolyte; Av: Avatar; I: 
Item; la: Item, Artifact; 0: 
Support 

Item; Imi: Item, Magical 
Orders; Sp: Spell; St: 

Name 

Fate Cards 

Type 

Freq. Artist 

Amulet of Protection 

Imi 

Ch 

NE 

Bebilith Sympathizer 

St 

Ch 

TD 

The Converted 

Ac 

Ch 

PJ 

Crown of Protection 

Imi 

Ch 

NE 

Foo Dog Pack 

St 

Ch 

TD 

Gaze of the Bodak 

Sp 

Ch 

TD 

Hruggek’s Symbol 

Imi 

Ch 

NE 

Legions Mutiny! 

O 

Ch 

TD 

Lemure Patrol 

St 

Ch 

TD 

Lower Planar Conscriptior 

i O 

Ch 

TD 

Marraenoloth Skiff 

Sp 

Ch 

TD 

Massacre in Baator 

Sp 

Ch 

HH 

Mercykiller Paladin 

St 

Ch 

TD 

Mephit Swarm 

St 

Ch 

TD 

Modron Sentries 

St 

Ch 

TD 

Native of Sigil 

Ac 

Ch 

TD 

Nupperibo Host 

St 

Ch 

TD 

Peace Compact 

0 

Ch 

TD 

Prisoners of War 

O 

Ch 

TD 

Ring of Protection 

Imi 

Ch 

NE 

Scream of Armanites 

St 

Ch 

TD 

Shamble of Rutterkin 

St 

Ch 

TD 

Shekinester’s Symbol 

Imi 

Ch 

NE 

Slaadi Mob 

St 

Ch 

TD 

Slaughter in the Abyss 

Sp 

Ch 

HH 

Tiefling Sensate 

St 

Ch 

TD 

Upper Planar Recruitment 

O 

Ch 

TD 

Yeth Hound Pack 

St 

Ch 

TD 

Yugoloth Bribery 

Sp 

Ch 

HH 


W arlord Cards 

Hruggek 

The Lady of Pain 

Shekinester 


Av Ch DK 
Av UR/Ch TD 
Av Ch TD 




Sp 

c 

TD 

Sp 

c 

TD 

0 

c 

TD 

0 

R 

TD 

I 

C 

DK 

O 

C 

PJ 

I 

UC 

DK 

Sp 

UC 

TD 








CARD NAME 


Wyvern 

Amphiptere 

Lindwurm 

Guivre 

Jormungandr 

Tarasque 

Vittra 

Fafnir 

Pakawjak 

Moghur 

Tiamat 

Colchis 

Gryphon 

Leviathan 

Basilisk 

Typhon 

Echidna 

Chimera 

Azhi Dahaka 

Mushussu 

Lung Wong 

Kakutan 

Scylla 

Vouivre 

Thuhan 

Amphisbena 

Phrygian 

Cynoprosopi 

Draco 

Shapeshifter 

Moat 

Vines 

Coral Reef 

Swamp 

Frozen Lake 

Pit 

Cliff 

Crevice 

Wall 

Desert 

Cave 

Clouds 

Forests 

Swamp Hole 

Tunnel 

Quicksand 

River 

Ocean 

Lake 

Mansion in the Sky 

Golden Fleece 

Golden Apples 

Pearl 

Jewels 

Dragon Egg 

Sword 

Gold 

Princess Libya 

Oriental Princess 

Maiden in Distress 

Firebreathing 

Flood 

Hail Storm 

Tsunami 

High Winds 

Help 

Frostbreathing 


RARITY 

uc 

c 

u 

c 

R 

U 

U 

u 

u 

u 

u 

c 

u 

u 

R 

C 

u 

u 

u 

u 

u 

u 

u 

R 

R 

R 

R 

R 

R 

R 

U 

U 

C 

c 

u 

u 

u 

u 

u 

c 

c 

u 

c 

u 

u 

R 

c 

c 

c 

u 

R 

C 

C 

c 

R 

C 

C 

C 

R 

C 

C 

C 

C 

C 

R 

C 

C 


68 Hero 

69 Poison Breathing 

70 Sacrifice 

71 Knowledge 

72 Magical Sword 

73 Seaweed 

74 Whirlpool 

75 Medeas Spell 

76 Fireball 

77 Firebolt 

78 Poison Chalice 

79 Strangle Hold 

80 Avalanche 

81 Earthquake 

82 Golden Apple 

83 Armor 

84 Night 

85 St. George The Dragon Slayer 

86 Sigurd The Dragon Slayer 

87 Sir Lancelot The Dragon Slayer 

88 Kiss of Le Succebe 

89 Marina 

90 Jason The Dragon Slayer 

91 Shan Dragon 

92 Gani 

93 Hydra 

94 Grendel 

95 Celestial Dragon 

96 Mokelembembe 

97 Naga 

98 Gargouille 

99 Rahah 

100 Kioh-Lung 

101 Kulkulcan 

102 Lambton Worm 

103 Gandarewa 

104 Ajatar 

105 Pan Lung 

106 Mountains 

107 Snow Drifts 

108 Forrest Fire 

109 Brush Fire 

110 Underwater Cave 

111 Cauldron 

112 Fountain of Youth 

113 Silver Chalice 

114 Magic Potion 

115 Magic Wand 

116 Pick a Treasure 

117 Shipwreck 

118 Secret Treasure 

119 Treasure Room 

120 Magic Shield 

121 Snowstorm 

122 Twister 

123 Volcanic Eruption 

124 Meteor Shower 

125 Heatwave 

126 Magical Healing 

127 Power Switch 

128 Magnetic Field 

129 Dwarven Army 

130 Crystal Ball 

131 Possession Spell 

132 Beowulf:The Dragon Slayer 

133 Battle Chaos 

134 Doomsday 

135 Turn The Tables 

136 Wyvern Ultra-rare Silver 

136 Wyvern Ultra-rare Gold 


R 

C 

C 

C 

C 

C 

R 

R 

C 

C 

R 

R 

C 

C 

C 

C 

C 

C 

C 

C 

R 

C 

R 

U 

U 

U 

R 

U 

U 

U 

U 

U 

U 

U 

U 

U 

R 

U 

U 

U 

U 

U 

U 

C 

C 

R 

C 

C 

C 

C 

C 

C 

R 

R 

C 

C 

C 

C 

C 

R 

R 

C 

C 

C 

C 

C 

R 

R 

UR 

UR 


X 
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I 


I 

1 



ORIGINS 


JULY 13 - 16 • PHILADELPHIA, PA 

Join over 8,000 other Shop in the 50,000 

gaming enthusiasts! square foot Exhibit Hall! 

Choose from over Game 24 hours a day 

1500 different events! in our Convention Center! 

Meet dozens of See our Auction, Art Show, 

Guests of Honor! Seminars and more! 

(800) 529-EXPO • OH: (216) 673-2117 * Andon@aol.com 


GUIDE TO COLLECTIBLE CARD 


Magic:1he Gathering '' • Star hvh:T\G 
• On The Edge • Jyhad • SpeUBre " 

• lllunmali:\\VO* SbnGty® 


guide book to 
inufacturers Ext 















NO. 

CARD NAME 

1100 

Thomas Alfred Davies 

1 101 

Dixon S. Miles 

1 102 

Theodore Runyon 

1 103 

Louis Blenker 

p 104 

Samuel P. Heintzelman 

1 103 

David Hunter 

i 106 

Ambrose E. Burnside 

I 107 

William Buel Franklin 

1 108 

Oliver Otis Howard 

109 

Erasmus Darwin Keyes 

110 

Irvin McDowell 

111 

Robert C. Schenck 

11 2 

Daniel Tyler 

113 

Orlando B. Willcox 

114 

Andrew Porter 

I 115 

William T. Sherman 

1 116 

Israel B. Richardson 

1117 

1st US, Co. G 

1 118 

1st US, Co. I 

I 119 

2nd US, Co. A 

*120 

2nd US, Co. D 

3 121 

2nd US, Co. E 

1 122 

2nd US, Co. G 

1' 23 

2nd US, Co. M 

■ 124 

3rd US, Co. E 

( 1 25 

5th US, Co. D 

i 126 

71st NY Infantry 

1 127 

Brookwood’s NY Artillery 

® 128 

Rl Artillery 

1 29 

2nd US Dragoons 

1 130 

1st US Cavalry 

I 131 

2nd US Cavalry 

1 132 

1st CT 

1 133 

2nd CT 

i 134 

3rd CT 

P 135 

2nd ME 

i 136 

82nd NY 

I 137 

1st OH 

1 138 

2nd OH 

1 139 

13th NY 

1 140 

69th NY (Irish) 

1 141 

79th NY (Highlanders) 

K 142 

2nd W1 

I 143 

1st MA 

P 144 

2nd MI 

145 

3rd MI 

146 

12th NY 


8th NY Militia 
84th NY (14th Brooklyn) 
27th NY (Union Regiment) 
US Regulars 


1148 


150 


US Marines 
2nd NH 
71st NY 
1st R1 
2nd Rl 
5th MA 
11th MA 
1st MN 
1st Ml 
4th MI 
11th NY 
38th NY 
3rd ME 
4th ME 
5th ME 


I 52 


I 54 


I 55 


I 56 


157 


158 


159 


60 


I 62 


I 04 




TYPE 

166 

OFF-O/1 

167 

OFF-O/1 

168 

OFF-O/1 

169 

OFF-O/1 

1 70 

OFF-1/0 

1 71 

OFF-1/0 

172 

OFF-1/1 

173 

OFF-1/1 

1 74 

OFF-1/1 

175 

OFF-1/1 

176 

OFF-I/1 

177 

OFF-1/1 

1 78 

OFF-1/1 

179 

OFF-1/2 

180 

OFF-1/2 

181 

OFF-2/1 

182 

OFF-2/1 

183 

ART-2 

184 

ART-3 

185 

ART-2 

186 

ART-2 

187 

ART-3 

188 

ART-2 

189 

ART-2 

190 

ART-3 

191 

ART-3 

192 

ART-1 

193 

ART-3 

194 

ART-3 

195 

CAV-1 

196 

CAV-1 

197 

CAV-2 

198 

INF-1 

199 

INF-1 

200 

INF-2 

201 

INF-2 

202 

INF-2 

203 

INF-2 

204 

INF-2 

205 

INF-1 

206 

INF-3 

207 

INF-3 

208 

INF-3 

209 

INF-2 

210 

INF-3 

211 

INF-2 

212 

INF-1 

213 

INF-1 

214 

INF-3 

215 

INF-2 

216 

INF-4 

217 

INF-1 

218 

INF-2 

219 

INF-2 

220 

INF-1 

221 

INF-2 

222 

INF-1 

223 

INF-2 

224 

INF-2 

225 

INF-2 

226 

INF-2 

227 

INF-2 

228 

INF-2 

229 

INF-2 

230 

INF-2 

231 

INF-1 

232 

- JP S 

®ff!l 


2nd VT 
I st NJ Militia 
2nd NJ Militia 
3rd NJ Militia 
4th NJ Militia 
1 st NJ Volunteers 
2nd NJ Volunteers 
3rd NJ Volunteers 
41 st NY Jager 
8th NY 

29th NY (Astor Rifles) 

39th NY (Garibaldi Guard) 

27 th PA 
16th NY 
18th NY 

31st NY (Baster’s Light Guard) 
32nd NY 

21st NY (1st Buffalo Reg.) 

25th NY (Union Rangers) 

Centerville 

Holden Hill 

Bull Run 

Stone Bridge 

Sudley Woods 

Grigsby Woods 

Sudley Ford 

Ball’s Ford 

Color-Guard 

Outflank 

Force-March 

Sharpshooter 

Rally 

Double-Canister 
Uniform Confusion 
Milledge L. Bonham 
Theophilus H. Holmes 
Philip St. George Cocke 
P. G. T. Beauregard 
David Rupph Jones 
Francis S. Bartow 
Richard Sotddere Ewell 
Joseph E. Johnson 
Edmund Kirby Smith 
Arnold Elzey 
Nathan George Evans 
Barnard Ellion Bee 
Jubal A. Early 
James Longstreet 
Thomas J. Jackson 
Alexandria Light Artillery 
Richmond Howitzers 
Washington 1st Co. 
Washington 2nd Co. 
Washington 3rd Co. 

Loudon Battery 
Lynchburg Battery 
Washington 4th Co. 

Purcell Artillery 
Rockbridge Artillery 
Wise Artillery 
Staunton Artillery 
Culpepper Artillery 
Thomas Artillery 
30th VA (2nd VA) 

Harrison’s Battalion 
Independent Cavalry 
1 st VA (Black Horse) 




234 

235 

236 

237 

238 

239 

240 

241 

242 

243 

244 

245 

246 

247 

248 

249 

250 

251 

252 

253 

254 

255 

256 

257 

258 

259 

260 
261 
262 

263 

264 

265 

266 

267 

268 

269 

270 

271 

272 

273 

274 

275 

276 

277 

278 

279 

280 
281 
282 

283 

284 

285 

286 

287 

288 

289 

290 

291 

292 

293 

294 

295 

296 

297 

298 

299 


3rd SC INF-2 

7th SC INF-2 

8th SC INF-2 

8th LA INF-2 

5th AL INF-2 

6th AL INF-2 

6th LA INF-2 

17th MS (Featherston’s) INF-3 

18th MS (Burt’s) INF-2 

5th SC INF-2 

5th NC INF-2 

1 st VA INF-3 

11th VA (Co B South. Guard) INF-2 
I 7th VA (Co A Alexandria) INF-2 

24th VA INF-2 

8th VA INF-3 

18th VA INF-2 

19th VA INF-2 

28th VA INF-2 

49th VA INF-2 

7th LA INF-3 

13th MS INF-2 

7th VA INF-2 

1 st LA (Tigers) INF-3 

4th SC INF-3 

IstAR INF-1 

2nd TN (Walker’s 2nd) INF-2 

Hampton’s Legion INF-4 

2nd VA INF-4 

4th VA (Stonewall Brigade) INF-3 

5th VA INF-3 

27th VA INF-2 

33rd VA INF-2 

7th GA INF-2 

8th GA INF-2 

4th AL INF-3 

2nd MS INF-2 

11th MS INF-2 

6th NC INF-2 

IstMD INF-2 

3rd TN INF-1 

10th VA INF-2 

1 3th VA INF-2 

Matthews Hill TER 

Henry Hill TER 

Lookout Hill TER 

Bull Run (Upper) TER 

Bull Run (Lower) TER 

Bull Run TER 

Chinn Woods TER 

Buck Woods TER 

Holkum Woods TER 

Cover SPEC 

Rebel Yell SPEC 

Rally SPEC 

Color-Guard SPEC 

Outflank SPEC 

Force-March SPEC 

Sharpshooter SPEC 

Double-Canister SPEC 

Uniform Confusion SPEC 

Manassas Gap R.R. SPEC 

Orange & Alexandria R.R. SPEC 

Blackburn’s Ford SPEC 

Mitchell’s Ford SPEC 

Union Mills Ford SPEC 


INF-1 

INF-1 

INF-1 

INF-1 

INF-1 

INF-2 

INF-2 

INF-3 

INF-1 

INF-1 

INF-3 

INF-2 

INF-2 

INF-1 

INF-2 

INF-2 

INF-2 

INF-1 

TERR. 

TERR. 

TERR. 

TERR. 

TERR. 

TERR. 

SPEC. 

SPEC. 

SPEC. 

SPEC. 

SPEC. 

SPEC. 

SPEC. 

SPEC. 

SPEC. 

OFF-O/1 

OFF-O/1 

OFF-1/1 

OFF-1/1 

OFF-1/1 

OFF-1/1 

OFF-1/2 

OFF-1/2 

OFF-1/2 

OFF-2/1 

OFF-2/1 

OFF-2/1 

OFF-2/1 

OFF-2/2 

OFF-2/2 

ART-1 

ART-2 

ART-3 

ART-1 

ART-1 

ART-1 

ART-1 

ART-3 

ART-2 

ART-2 

ART-1 

ART-1 

ART-1 

ART-1 

CAV-3 

CAV-I 

CAV-3 

CAV-2 
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STOP PAYING TOO MUCH FOR GAMES! 

•HUGE SELECTION! 
•LOW PRICES! 
•FAST SERVICE! 



L WOCIAD 
> J WOCIAB 


Magic: Ice Age Deck 
Magic: Ice Age Booster 


reg. $7.95 
reg. $145 


sale $5.96 
sale $1.84 


BIG SAVINGS ON WOC6505 

FALLEN wocioio 
EMPIRES! woci6505 


Magic: Fallen Empires Booster Pack 
Ten Magic: Fallen Empires Boosters 
Magic: Fallen Empires Box ( 60 Boosters) 


reg. $1.45 sale $1.16 

reg. $14.50 sale $10.00 

reg. $87.00 sale $49.99 


f WOC6001 Jyhad Starter Deck 

• WOC6002 Jyhad Booster Pack 


reg. $7.95 
reg. $175 


sale $4.50 
sale $1.38 


GREAT DEALS ON MAGIC: THE GATHERING! 

WOC6100 Magic: TG Starter Deck reg. $7.95 sale $6.36 

WOC6700 Magic: TG Booster Pack reg. $145 sale $1.96 

HCP24-0 Arena (Magic novel with free card offer) reg. $4.99 sale $199 

HCP18-6 Whispering Woods ( Magic novel with free card offer ) reg. $4.99 sale $3.99 


CALL FOR A FREE COPT 
OF OUR CATALOG 


CALL i:! 

CUf n 0 PAT Hi curtomer.call (313) 668-0836 Fax# (313) 668-8722 

""Al 12*0 WU UD All card vale* final, Please no tetanus 


MAGNA TABULA! 

SERVING GAMERS’ 
NEEDS FOR OVEK 
TWENTY YEARS 

EASY PAYMENT TERMS 
We accept Via, Discover, 
Mastercard, Money Order* 

Order* over $50.00 FREE dapping! 
Order* under $20.00 add $3.95 
Ordered $20.00-$49.99 add $3.95* 

MAILING ADDRESS 
RIDER’S GAMES 

115 W LIBERTY 

ANN ARBOR. MI 48104 


Additional charger apply to orders outride the continental U.S. Ml Resident! please add 6% salei tax 




*WE SPECIALIZE I\ MAGIC 
The Gathering SINGLES, PACKS & BOXES, 
INCLUDING OUT OF PRINT MATERIAL 

ILLUMINATI • STAR TREK 
SELL JYHAD • WYVERN & MORE! 


e ASK AB0UT 0UR TOURNAMENTS AND GAME NIGHTS. 

dUalJ) & PACKS, 

singles & sets FOR MAIL ORDER PLEASE CALL 617-923-2828 


3 GREAT LOCATIONS! • OPEN 7 DAYS A WEEK 

3 MAIN STREET 
WATERTOWN, MA 02172 
(617) 923-2828 

845 MAIN STREET 
FALMOUTH, MA 02540 
(508) 548-2776 

INDEPENDENCE MALL 
KINGSTON, MA 02364 
(617) 585-5700 


MAGIC 

"VI The Gathering 


WWltS 


REVISED Only 10 cases available 

CALL NOW BE THE FIRST!! 


631 Greenbay Rd. • Wilmette, IL 60091 
708/853-1998 or 708/853-1994 
Fax: 708/251-8115 
eMail: HanHobbies@aol.com 


$49.95 Box 
$490.00 Case 


ALSO AVAILABLE 

WYVERN, 
STAR-TREK, 
ILUMNATI, 

JYHAD, 

SIM CITY, 
DOOMTROOPER-ETC. 



MAGIC 

SINGLES 

Available Alpha, Beta, 
Unlimited, Legends, 
Antiquities, Dark, Revised 


PACKS 

Unlimited $45.95 
Legends $26.95 
Antiquities $18.95 
Dark $5.50 
Revised $1.49 
Fallen Empire .99 




ICE-AGE 

j# $64.95 BOX 
$599.00 CASE 




















































Galaxy 

#6 - 149 Fulford-Ganges 
Road 

Saltspring Island, BC 
Canada V8K 2K5 
604 537-1337 

Alex Klenman 

Greetings from Canada’s incredi- 
| ble West Coast! 

MAGIC: THE INCREDIBLE 
Still the hottest thing on the 
planet. Many cards are in great 
demand. Out-of-print cards remain 
the number one most requested 
i product. Cards like Black Lotus, 

| any Mox, Time Walk, Icy 
Manipulator and Chaos Orb are 
| leading the way - all of them expe- 
f riencing dramatic price increases. 

Many people are having a tough 
| time with the $100+ price for 
many of these cards. It is simply 
that a very small supply is being 
subjected to tremendous demand. 
The game is being played all over 
the world now, so demand for dis¬ 
continued cards is coming from a 
truly global audience. What is 
happening is that millions of Magic 
players all want the very Rare Black 
Lotus. When you consider the 
incredible demand for such a small 
supply, the high prices would 
appear to be a logical result. 

EXPANSION UPDATE 
Hot expansion sellers from Arabian 
Nights: Guardian Beast, Ali from 
Cairo, Juzam Djinn, Khabal Ghoul, 
City of Brass, Diamond Valley, 
Singing Tree, and Old Man of the 
Sea. Antiquities which have been 
hot lately are: Argivian 
Archaeologist, Mishra’s Factory, 
Candelabra of Tawnos and Strip 
Mine. Many Legends Uncommons 
have been flying out the door. 

| Cards like Spirit Link, Mana Drain, 
j Fallen Angel, Spectral Cloak, Craw 
I Giant, Storm Seeker, Whirling 
i Dervish and Blood Lust, have seen 
| a real increase in demand lately. 

Of course the big cards like: 

Killer Bees, Carrion Ants, The 
Wretched, All Hallows Eve, Nicol 
Bolas, Mirror Universe, Sword of 
the Ages, and Vaevictis Asmadi, 
remain the top dogs of the set. 
Time Elemental has been hot lately 
too. Some cards from The Dark, 
like Ball Lightning, Preacher and 
s Witch Hunter have also been hot. 


i * «r 

The Fallen Empires singles worth 
mentioning are Icatian Town, 
Hand of Justice and all of the 
‘Land Batteries’. Fallen Empires 
inspired the use of several Merfolk 
decks (surprise) around here. 

COMBOS! 

Try using Candelabra of Tawnos 
with Power Surge. Tap all of your 
Land at the end of your turn to 
untap all of your opponent’s. They 
take Surge damage, you don’t! 


hhpSHHHHI 

Re-Revised, the long-awaited 
overhaul of the existing set, will 
happen sometime soon. Rumors 
are once again rampant about what 
will be dropped from the current 
printing. By looking at the previous 
Unlimited-Revised transition, it is 
obvious that WotC likes to elimi¬ 
nate potential ‘spoiler’ cards that 
wield a fair amount of power within 
the game. This prior pattern has 
led to speculation that cards like 


Fork 

and Nevinyrral’s Disk, are on their 
way out. I must emphasize, how¬ 
ever, that it is just speculation and 
not fact. It is interesting to note 
what rumors are floating around. 

We have also heard that as much 
as half the current Revised set will 
be dropped... better start stocking 
up on those Atogs! 

Hobbycraft, Inc. 

800 E. Dimond Blvd., Ste #136 
Anchorage, AK 99515 
(907) 349-5815 
Randy Lockard 

Hello from the Last Frontier! 

The newest stirring is not coming 
from a new game but from an old 
favorite; Magic: The Gathering has 
recently been translated into 
German and Italian. While some of 
you are sitting out there thinking 
big deal, others are thinking...all 
right!! These versions promise to 
be every bit as collectible as the 
original so you may want to get 
your hands on one of these guar¬ 
anteed hits. 

Many stores would like to have 
card tournaments but have 
and you can really make their game absolutely no idea how to get one 
difficult. rolling. The first obstacle to clear is 

MAGIC: The Future what game to play. This is usually 

Anticipation for Ice Age is huge, the easiest part of the planning 
Many people are looking forward to stage. The second one is to decide 
the starter/booster combination, what limitations you will be putting 
different land, and ‘Parallel’ cards, on your players. Which cards will 
Look for 120+ Rares. Rumors are be allowed, which won’t, deck 
rampant about the expansion sam- building guidelines, how many 
pier, apparently called ‘Chronicles’, games will they have to win to 
which is due out this Summer. move into the next round, and so 

Featuring mainly Legends, with a on. This part takes a little more 

touch of Arabian Nights, Antiquities thought than you might think. 


Ali from Cairo and Spectral Cloak Serra Angel, Royal Assassin 
certainly isn’t anything new, but 
add a Jade Monolith to keep all of 
the creatures from being destroyed. 

We experienced an Atog month 
here, as several local players exper¬ 
imented with these strange decks. 

Put four Atogs in your deck with a 
host of Artifacts to sacrifice (Black 
Vice, Howling Mine, Winter Orb, 
etc.) Give your opponent’s crea¬ 
tures Island Walk with a War 
Barge, then sacrifice the Barge to 
the Atog to both kill your oppo¬ 
nent’s creatures and pump up the 
Atog at the same time. 

Mishra’s Factory works real well 
with Angelic Voices. Braingeyser 
your opponent with a Channel, 
then Storm Seeker! Time Elemental 
with Stasis provides a nasty effect 
guaranteed to frustrate any oppo¬ 
nent. Try Ball Lightning and 
Juggernaut with The Abyss. Relic 
Barrier and Winter Orb can work 
well together. Use the Barrier to 
tap the Orb at the end of your 
opponent’s turn. This essentially 
gives you a full untap phase, while 
severely limiting what your oppo¬ 
nent can do. Throw in a Kismet 


play? Why? It really doesn’t mat¬ 
ter to me if you charge or not but 
expect this question if you do 
charge to play. You might want to 
split the entry fees with the top 
winners...Or maybe not. 

The two most difficult things 
about running a tournament are 
very touchy subjects. The first is, 
what to do with cheaters. You 
could throw them out but I prefer 
stronger measures. I warn every¬ 
one at the start of my tournaments 
that I will make an announcement 
to ALL of the players if I catch 
someone cheating: And then I 
throw them out. This form of 
country justice works incredibly 
well. The second thing is how to 
deal with unruly players and 
bystanders. If a ruling on a game is | 


and The Dark, this white-bordered 
set will round out between 120 and 
1 50 cards. Also, look for some 


When is this tournament to take 
place? Where? Do you have 
enough chairs and tables? Location 


price changes in existing expansion is a very important thing to consid- 
singles when this hits the shelves, er. Do your players have to pay to 


necessary, listen to BOTH sides of 
the argument and then make your 
decision. You are the judge after 
all and your judgment is absolute 
law. If you don’t know the answer 
to the problem, do your best and 
then move on. If a player gets 
obnoxious, throw them out. 

The single most important thing to 
remember is that if you are not 
having fun then your players are 
probably also not having the time 
of their lives. If it’s not fun don’t 
do it! 

Since I am worked up now, here 
is my opinion of the month. Just 
what is up with those people who 
insist on playing cards with plastic 
sleeves on their cards, anyway? I 
can fully appreciate having protec¬ 
tive sleeves on your collection, but 
not on the cards that you play 
with. If you want to collect, then 
collect! If you want to play, then 
PLAY! I’m sure that those people 
never remove the price tags from 
new clothes so that they will 
always look as new as the day that 
they bought them. Playing sleeves j 
on your cards is okay if you have to j 
place them in your opponent’s ter¬ 
ritory so that they will not be shuf¬ 
fled into his or her deck by acci¬ 
dent. I am not shaken a bit by 
someone who pulls out new cards 
to play with, but someone who 
pulls out cards so worn that you 
can see through them makes me 
step back and re-evaluate the situ¬ 
ation. Anyone who has played that I 
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Experience the Magic.. 


...at Nybbles & Bytes where we carry a huge 

variety of RPGs, Software, Comics, Pogs and, of 
« course, Magic tm . 


Check out our wide 


assortment of 
individual Magic tm 



carc * s f rom Alpha to 


” Empires and beyond 

^ U or stop by for our 


r rweekly Magic™ 

tourney to give your 
deck a real workout. 



liwvMi O r< ^ er by phone or 

Wjfi i 

sto P by " either way 
|nbLj|(|4 you can experience 


the magic at 

AkJ 

Ih, w 1 Nybbles & Bytes. 


Nybbles & Bytes 


4020 S Steele #101 Tacoma, WA 98409 
(206) 475-5938 Voice - (206) 474-6908 Fax 



If you want to cash in on the hottest gaming products 
call us! We’re honest, reliable and knowledgable! We 
go out of our way to give you the most up-to-date infor¬ 
mation so that you can order intelligently. 

Call to make us your distributor. 

1-800-GAME449 

With a qualified retail location, we can ship you 
product immediately. 

We are a full service distributor for Wizards of the Coast, 
Decipher, TSR, U.S. Games Systems, White Wolf, Steve 
Jackson Games, Heartbreaker Hobbies & Games, and 
many more. Plus we have Pogs, Plastics, and other 



69 Oliver St., POB 436, Cohoes, NY 12047 





Comics and Cards of VA, Inc 
2897 P.S. Business Center 
Dale City, VA 22192 
(703)878-6520 or (800) 43-COMIC 



HU 


We Pay Top Dollar For Your Magic Cards 


S E 


UNLIMITED.$ 750 

ALPHA-BETA.CALL 

ARABIANS.$ 350 

ANTIQUITIES.$ 200 

LEGENDS.$ 750 

DARK. $ 85 


ARABIAN NIGHTS 

ALI FROM CAIRO. 

75 

18 

DIAMOND VALLEY. 

..$ 

10 

DROP OF HONEY. 

.$ 

10 

GAURDIAN BEAST.. 

..$ 

20 

ISLAND OF WAK-WAK. 


8 

JIHAD. 

. $ 

15 

KHABAL GHOUL. 


10 

RING OF MA’RUF. 

..$ 

10 

SINGING TREE. 

.$ 

12 

LIBRARY OF ALEXANDRIA. 


10 


LEGENDS 

ACID RAIN. 

...$ 6 

ALL HALLOW'S EVE. 

...$ 8 

CARRION ANTS. 

...$ 15 

CLEANSE. 

...$ 8 

DAKKON BLACKBLADE. 

..$ 10 

FALLING STAR. 

...$ 5 

FIRESTORM PHEONIX. 

..$ 6 

GRAVITY SPHERE. 

...$ 15 

HELLS CARETAKER. 

..$ 10 

HELLFIRE. 

..$ 7 

KILLER BEES. 

..$ 12 

MASTER OF HUNT.. 

..$ 12 

MIRROR UNIVERSE. 

..$ 15 

MOAT.. 

..$ 10 

ELDER DRAGON LEGENDS.$ 8 

SWORD OF THE AGES. 

..$ 12 

THUNDER SPIRIT. 

..$ 10 


BLACK LOTUS. 

FORCEFIELD. 

ANY MOX. 

ANCESTRAL RECALL. 

BLAZE OF GLORY. 

CHAOS ORB. 

CYCLOPEAN TOMB 
GAUNTLET OF MIGH. . 
ICY MINIPULATOR . 
WORD OF COMMAND. 
LICH. 


$ 40 
$ 25 
. $ 25 
$ 20 
. $ 15 
.$ 20 
.$ 20 
S 30 
$ 15 
$ 20 
$ 22 


ALL CARDS MUST BE IN MINT LIKE NEW CONDITION 

_* MAGIC THE GATHERING IS A TRADEMARK OF WIZARDS OF THE COAST 


Call Today For Our Best O 


TIMETWISTER.$ 25 


ANTIQUITIES 


ARGIVIAN ARCHAEOLOGIST$10 
CANDELOBRA OF TAWNOS $ 7 

GAEA’S AVENGER. $ 7 

TRISKELION.$ 5 






































































much is a dangerous adver- v\ 
sary! U\ 

In the most recent tourna- 
ments we have held we have 
not allowed people to use discon¬ 
tinued cards. These include card 
favorites like Moxes, Lotuses, 
Forcefields, Twiddles, Invisibilities, 
Timewalks and the like. While this 
may seem unreasonable at first, it 
all becomes clear after putting 
some thought into it. Why should 
someone be rewarded just because 
they have spent a fortune on cards 
or because they have played 
longer? Experience should be their 
reward. The truth of the matter is 
that the vast majority of the people 
playing Magic: The Gathering today 
have NEVER owned a Mox or a 
Black Lotus and probably never 
will. My estimate is that only 
about 5 percent of the people play¬ 
ing Magic: The Gathering own ANY 
discontinued cards. What about 
the other 95%? Should we punish 
them for being the force that has 
made this game what it is today 
just because they haven’t played 
for years? NO! Instead, make the 
game a little more fair to those 
people by making the purpose of a 
tournament to find the BEST player 
instead of the richest. I guarantee 
you that the only people who will 
complain about it are the same 
ones who rely too heavily on those 
game-winning cards. Try it and 
see. 

I want everyone to know that 
the people who put tournaments 
together need your help. It is with 
the help of volunteers that these 
things get done. If you would like 
to see a tournament in your area, 
just offer to help plan or even to 
run it, if your local hobby or game 
store needs help... 

Well that’s about all I have to say 
for this issue, so go and play! 

Gator Games & Hobby 

4212 Olympic Avenue 

San Mateo, CA 94403 
(415) 571-7529 

Jean Seaborg 

As usual, we are seeing a slow¬ 
down of sales at the end of 
January and during February. 
Individual card sales have picked 
up due to the lack of boosters in 
Magic and Star Trek. These are the 
two games that continue to be the 
hot sellers in my store. 

Wyvern Alpha 

It came and flew off the shelves. 


Only 30% of the print run was 
produced, but Beta will be out 
soon. On the first day, dealers 
were buying boosters displays for 
$100, which is over retail. The 
local distributor in California (who 
stores buy from) missed the boat 
by not ordering any of the product 
nor soliciting for it so most stores 
that buy only from this distributor 
didn’t have any Wyvern to sell. I 
had to put limits on all my stock to 
keep other local retailers from buy¬ 
ing me out. Many people told me 
that they were paid to buy my 
stock for other stores and were 
upset that there were limits on 
everything so they couldn’t make 
more money. If the game isn’t 
bought and played by the gamers, 
it won’t have a chance to succeed. 
Beta run is supposed to bring in 
new cards to a total of 200 and 
there is supposed to be a slight dif¬ 
ference from Alpha from Beta. 

Only two gripes from my cus¬ 
tomers, no one knows anyone that 
has obtained the infamous #136 
silver or gold card and only one 
artist is featured. Customers want¬ 
ed to see different styles as well as 
types of dragons. 

Star Trek Limited 

Star Trek continues to soar in 
price. Many Magic people are sell¬ 
ing or trading their collections and 
converting to Star Trek. I don’t see 
this game being subject to the wild 
price fluctuations that we have 
experienced in Magic because you 
have the Star Trek Market to sup¬ 
port the card game. If your old TV 
Guide is worth $10 and the old 
Star Trek card sets often sell 
around $80, then your cards have 
to have a value beyond the whim 
of the game and card collecting 
market. Star Trek is an industry 
within itself. Remember, your 
cards are only worth the money 
someone will pay to buy them. 

International Magic Cards 
Orders have been placed for 
German and French black bordered 
cards. WotC does plan to make 
them next in the series of foreign 
cards. I have been told WotC does 
not want the black bordered cards 
in the USA. They will retaliate 
against any distributor bringing 
them into the United States and 
selling them wholesale. From the 
same sources, it’s said that WotC 
will release white border foreign 
cards in the United States. If this 
does indeed happen, you will see a 


new interest in Magic. Students 
will look at the possible opportuni¬ 
ty to play games and learn during 
class time. Will the teachers 
agree? 

Internet and Magic Prices 

Internet prices continue to soar 
at a rate I find unbelievable. 

Moxes have jumped from $30 to 
$85 in a two month period of time. 
Getting anyone to sell an Unlimited 
out of print Rare under $35 is 
almost impossible. I don’t see this 
trend stopping anytime soon. 

There are pro and con reactions 
with the official announcement of 
Ice Age and Chronicles. Much of it 
is negative since most of my cus¬ 
tomers are collectors as well as 
players. Many do not like the fact 
that it’s going to be over-produced 
like Fallen Empires. 

Rage 

This will be the new card game 
by White Wolf. White Wolf trav¬ 
elled across the country visiting all 
of the major distributors and game 
store owners were invited to come 
and try out the game. This game 
is based on the Werewolf: The 
Apocalypse roleplaying game. The 
game is still being developed and 
the artwork is not complete, but 
there was some prototype art 
glued onto the cards, together with 
samples of the artwork. I thought 
that the werewolves looked great. 
They have very smart marketing 
and advertising planned. Because 
of the large number of people pre¬ 
sent, we were forced into multi¬ 
player games, but the game is very 
playable. It will be more fun as a 
two-player game rather than a 
multi-player game. They will be 
using Upper Deck as the printer so 
we might not see the same short¬ 
ages and problems as with Carta 
Mundi and they will be using a 
heavier paper grade so that the 
cards should hold up to play better 
too. 1 am very excited because I 
think that this is a game that will 
attract people of all ages, since it 
will appeal to the horror and goth¬ 
ic fans and not stagnate into noth¬ 
ingness like Jyhad did. (WotC did 
Jyhad not White Wolf, though 
White Wolf publishes Vampire: 

The Masquerade game. WotC is 
planning to revamp Jyhad and 
come out with new cards and rules 
this summer.) 

Spellfire 

Spellfire has actually picked up 
and is doing quite well. The 


Armory plans to do a special 
advertisement next month offering I 
a free booster at stores listed in 
their advertisements. This will be 
on a first-come first-serve basis, 
since the number of free boosters 
we receive is based on how much 
we ordered. TSR is also offering I 
in magazines, including Scrye, a 
deal where you turn in 60 of your I 
Magic cards to get a Spellfire 
Starter. Now is your chance to try I 
this game for pennies if you 
haven’t tried it before. 

Infinity Comics & Games, Inc. I 

1280 Centaur Village Drive, #3 
Oak Tree Plaza 
Lafayette, CO 80026 
(303) 661-0860 
Jonathan Greschler I 

Greetings from Infinity and 
Colorado. As more and more sin- I 
gle cards for Magic: The Gathering , 
Star Trek and other collectible card j 
games break the fifty dollars a card j 
mark many players are considering \ 
the proxy card alternative. A 
proxy card is a card used to repre- i 
sent another more valuable card 
that you have, but do not wish to 
shuffle. Normally, you take a rela- i 
tively worthless card, like a piece 
of Man a, and write the more 
expensive card’s name, casting 
cost and important info on it in 
black marker. You shuffle the 
proxy card in your deck. When 
you place the proxy card out on 
the table for play, you take out the 
real card and replace the proxy 
card with it. When the card leaves I 
play, you put the proxy back in 
and return the real card to its place 
of protection. 

Proxy cards are not permitted by 
Wizards of the Coast for tourna¬ 
ments. If you are considering the 
use of proxies, always tell your 
opponent that you are using them 
before the duel. Your opponent 
does not need to know what cards 
are being proxies, only that some 
of the cards in your deck are rep- k 
resenting other cards that you 
own. 

Proxy cards can also be used to 
build test decks. You may not 
have four trading card game cards j 
or four ‘Shivan Dragons’, but you 
are thinking of building a play deck 
and trading for those cards. 

Provided it is OK with your oppo¬ 
nent, you can proxy cards you do 
not have to test deck ideas. 

Building a deck that is nothing but 





PREORDER YOUR SliftRVWtftS 
CUSTOMIZABLE CARD GAME 
LIMITED EDITION!! 

FIRST COME FIRST SERVED! 
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Your Mail Order Source 

Games - Comics - Trading Cards 



4411 SAN MATEO NE STE M 
ALBUQUERQUE, NM 87109 


Magic: Ice Age! 

Order the newest Magic expansion today! 
Starter Boxes: $64 
Booster Boxes: $71 



IN STOCK COLLECTABLE CARDS 


MAGIC™ 

JYHAD™ 

WYVERN™ 

STAR TREK ® 

SIM CITY™ 

DIXIE™ 

ILLUMINATI™ 

SPELLFIRE™ 

DOOM 

TROOPER™ 

ON THE 
EDGE™ 

FLIGHTS 

OF FANTASY™ 

BLOOD 

WARS™ 


Singles, Sets and Collector items call: 

1601) 252-6622 


DISCOUNTS UP TO 25%!!* 

We also have life stones, counters, play mats and other 
accessories for your gaming needs in stock. We also have 
some Star Trek "Collector Tins"! We have special Collector 
Flights of Fantasy items! Also NEW from Wizards of the 
Coast® - "The Great Dulmati"! 

Also - MTG BOOKS: "Whispering Woods" and "Shattered 
Chains". Some of vour favorite magazines in stock! 

PRE-ORDER NOW FOR THE FOLLOWING: 
MTG: "Ice Age” 

BLOOD WARS "Escalation Pack" 

RAGE: Lmt Starters and Boosters 
DOOMTROOPER: "Inquistion" Boosters 
MUCH MUCH MORE!! 

DISCOUNTS ON ALL PRE-ORDERS!!* 

*(THE FINE PRINT) some restrictions apply - Due to market changes, 
prices and quantities subject to change without notice. $4.00 minimum 
shipping and handling charge. Mississippi Residents add 7% sales tax. 
S&H House of Cards, P. O. Box 370, Holly Springs, MS 38635 


Star Trek Trading Card Game 
Starter Boxes: $92 
Booster Boxes $85 


WYVERN 
Starter Boxes: $95 
Booster Boxes: $90 

Single Cards Available! 

15% Off all Games Workshop Products! 

Up to a 20% discount on all items! 

Call for a Catalog! 
1-800-943-4263 

VISA/MC/Discover/AMEX Accepted 
Dealer Inquiries Welcome 


































proxies would be too confus¬ 
ing, but for a couple of hard to 
| get cards, it may be the only 
I way to test your ideas without 
I trading really valuable cards or 
buying some expensive cards. 

Star Trek 

When the first printing of Star 
Trek was published, many estab¬ 
lished card game players hunted 
I down all the cards necessary for a 
1 full set. There are a lot of full sets 
| out there. At this time the cards 
j are selling much better as singles 
than as full sets. The price of a full 
| set is considerably less than the 
t prices of the single cards that make 
up the set. This is what happens 
| when full sets are fairly plentiful. 

| This should change over the next 
i year or so, but this is not the best 
| time to try to sell your black border 
I Star Trek card set. 

Infinity is still looking forward to 
hosting a Star Trek tournament. 

I The tournament rules have been 
I delayed and so has our tourna- 
| ment. 

Magic: The Tournaments 

Infinity has hired an employee to 
! do nothing but plan and run in¬ 
store tournaments for various card 
games. The last Saturday of each 
month is Magic: The Gathering 
Tournament. This is a great idea 
for any collectible card game store. 
The hours involved for the employ¬ 
ee are reasonable, once the initial 
work processing is done, and it 
never fails to draw a big crowd into 
[ the store. Wizards of the Coast will 
I send the latest tournament rules to 
| anyone requesting them and are 
very supportive. One caveat, 

| Wizards still requires sanctioned 
| tournaments to be held at an non- 
j store location. Infinity has not held 
a sanctioned tournament since that 
rule has been established, but it 
! does not affect attendance. 

Until next time Lands Edge Land Tax. 

Heroes & Hitters 

1 845 Silas Deane Highway 
Rocky Hill, CT 06067 
(203) 529-8824 

Bill Hall 

As a long time (okay, maybe 
| thirty years isn’t all that long) 

| comics fan, I remember when spec¬ 
ulators ruined that market to the 
point of alienating nearly a 
I decade’s worth of new fans. Early 


last year it was obvious that they 
had left and I wondered where 
they went. 

When I discovered Magic, 
my question was answered. Prices 
were obviously manipulated but the 
game was so engaging that it sur¬ 
vived this hideous handicap. 
Speculeaches are a flighty breed; 
either something spooked them or 
they have discovered a surer 
money-making scheme. 

What leads me to this conclu¬ 
sion? I am seeing multiples of 
MAGIC cards which people previ¬ 
ously only dreamed about - in the 
cards being offered to me, the cards 
in the Sunday Night Tournament 
and the cards at the competition 
(as reported by my Orcish Spies). 

As prices drop and speculators 
who missed the first (and, of 
course, biggest) profit-taking 
become fraidy-scared, they will 
dump their holdings and go in 
search of virgin hobbies to plunder. 

Last month’s big story is this 
month’s success story.. .Star Trek - 
despite the lack of regular tourna¬ 
ments and a more limited pool of 
combinations than MAGIC. Single 
sales are hot! hot! hot!!! Trekkies 
and Trekkers are fueling this mar¬ 
ket, not the speculeaches, so don’t 
expect prices to ever be lower than 
now. 

Speaking of tournaments, I know 
that my fellow columnists have 
them in their shops and I was curi¬ 
ous as to how they eliminated peo¬ 
ple. In a sanctioned tournament it 
would be: lose a match and you’re 
history, but that seems somewhat 
harsh so we came up with a double 
elimination system, complete with 
a chart, that is fair to all. A neigh¬ 
boring show uses a vastly different 
system that guarantees six to nine 
games, but is set up in such a way 
that it takes only one loss to be out 
of the running. 

POWER CARDS has generated a 
lot of interest and a prodigious 
amount of pre-sale activity. This is 
the second attempt at a Super-hero 
card game. Marvel is also develop¬ 
ing a game based on their icons. If 
anybody can outdo MAGIC, it’s 
Marvel. 

To make this column both short 
and informative, here are the three 
worst judging problems encoun¬ 
tered in this month’s tournaments 


and how Wizards Of The Coast 
ruled on them: 

1) You have a GUARDIAN BEAST in 
play when you activate your 
NEVINYRRAL’S DISK. Are both 
destroyed? 

2) If you discard an ONULET do 
you get two life points? 

3) You use your NOVA PENTACLE 
to redirect damage, but only your 
opponent has a creature. Does this 
mean that your opponent has to 
target his own creature? 

1) Yes. 2) No, ditto if it’s mill- 
stoned. 3)Yes. 

The Days of Knights 

58 East Main Street 

Newark, DE 19711 
(302) 366-0963 
John M. Corradin 

How to buy Magic? What is the 
correct approach? 

Most Magic players acquire the 
overwhelming bulk of their cards by 
buying booster packs. This is as it 
should be but there comes a time 
in each collector/player’s life when 
one must step out of this mold for 
a variety of reasons. This usually 
leads to the purchase of magic sin¬ 
gles due to the limited resources of 
the average consumer. It is quite a 
reasonable approach if a player is 
trying to build a specific deck strat¬ 
egy but not for a collector or a 
player who wants all the cards so 
as to give greatest flexibility in deck 
construction. What should these 
folks do? Inevitably one must con¬ 
sider just buying a set, but at what 
price? Many buyers decide to buy 
unopened boxes of boosters, rea¬ 
soning that it is more fun to open 
packs and they will get their set 
plus many duplicates. However, 
this logic is often faulty and finan¬ 
cially unsound. An example, using 
Scrye pricing, shows us that for the 
price of one box of unopened 
Arabian Boosters you could get 
complete sets of Arabians, 
Antiquities, Legends and The Dark, 
or four complete sets of Arabians, 
with enough left over to buy your 
girlfriend/wife dinner for not 
throwing your butt out for spending 
too much on Magic cards. My 
advice is to buy sets, but only when 
there is a favorable market situa¬ 
tion. This can be done by first 
determining how many Rare 
(Uncommons in some expansions) 


cards there are in a set. Using that 
number determines how many 
packs one must buy to get that 
many Rares and then multiply this 
by the current price of a booster 
from that set. Though it is quite 
unrealistic to assume that anyone 
could actually get a set in this 
manner, it does help to fix the low 
end value of the set. Finally, multi¬ 
ply by point six which represents a 
return of forty percent of your 
investment for duplicates. For 
example, your minimum purchase 
to obtain a complete set of Arabians 
would be twenty five packs, since 
there are fifty Uncommons and 
there are two Uncommons in each 
Arabian booster. 

The formula would then be (25 X | 
50 (Current Booster price) X .6 
= $750). Therefore, anytime you 
can purchase a complete set for 
less than the price derived by the 
formula, you have an excellent 
opportunity. 

Formula Set Pricing 

Current Asking Price 

Unlimited 118 X 35 k .6 = $2478 $1350 

Arabians 25 X 50 X .6 = $750 $ 650 

Antiquities 30 X 18X.6 ■= $324 $ 350 

Legends 121 X 24 X.6 = $1742.40 $1400 

The Dark 79X5jX.6 = $237 $ 250 

This analysis reveals that an 
Unlimited set is currently an out¬ 
standing value, Arabians and 
Legends are very good buys, while 
Antiquities and The Dark are still 
somewhat overvalued. 

New Zoo Review 
A complete and total zoo is the 
only way to describe the flood of 
new collectible, customizable card 
games to bombard the market. 
Although 1 realize the enormous 
drain on the consumer’s pocket- 
book, let me urge all of you to exer- | 
cise both caution and kindness. 
Caution is needed so that you don’t 
tap (OOPS change that to ‘drain’ 
since Wizards has both tap and 
untap copyrighted) yourself to the 
point where you are unable to fulfill j 
your more important financial com¬ 
mitments. Yet, also kindness, for 
though many retailers have made a 
great deal of money from Magic, it 
is the end game which tells the tale. 
The flood of new card games cre¬ 
ates many difficult financial deci¬ 
sions and just a few mistakes can 
cause an otherwise stable store to 
go out of business quickly. 
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ASGAARD Is Now Taking Pre-Orders For... 

ICE AGE* “ s ffr - $72 ' 50 


^C^AJMES 

>4180W. Desert InnRd .,B2 
HgK^Las Vegas, NV 89102 

r Cl(«e(liMoml^^^S*^702.368.3389 


(reg. 188.20) 

Starter Display- $65.00 
(reg. $79.50) + S/H 


Revised Booster $80.00 
+ S/H 

’Call for details in case of 
allocations fromWotC 
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Booh Trader 

We're Back!! 

Local and national sales on the best in cards: 
•Magic: The Gathering™ -Star Trek Cards 
•Doomtrooper .On The Edge 

•Galactic Empires -Magic Singles 

WE BUY-SELL TRADE MAGIC: THE GATHERING 


'< (701) 838-1694 • Call or FAX 

V Dakota Square Mall • Minot, ND 58701 
,Y V V '< » V »» > > 
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BUYING 8. SELLING 



We Also Handle MAGIC S.T.N.G. 
-BREVARD CARDS COINS- 

728 E. New Haven Ave., Melbourne, FL 32901 
Phone (407) 676-4653 • Fax (407) 984-9165 


Need CDXQIC or SCAR ZTReiCP 

Call Crescenta Cards for all your gaming needs 

[ GR^^¥rIcES!_ FAST SERVICE! ) 

Antiquities • Legends • Dark • Fallen Empire • Ice Age 
Star Trek Limited & Unlimited • Others Available 

818 249-9448 

2713 Foothill Blvd. We Accept MC, VISA, Discover 

La Crescenta, CA 91214 Checks, Money Orders, C.O.D's 


GAME CARD EXPO 95 

TWO DAYS OF TOURNAMENTS {GRAND PRIZES} 

* GAME CARD BUYING * SELLING * TRADING * 

* Magic, Jyhad, Ice Age, Blood Wars, Wyvem, Star I rek * 
Special guest Mike Tinnev premiers White Wolfs RAGE! 
Live Action Vampire The Masquerade Exhibitions {Prizes} 
May 6 & 7, Silver Nugget Casino's 24,000 sq. ft. Pavilion 
For info call: KOOL KOLLECTABLES, 702-877-5665 
For Festpac write to: THE BLOOD MOON SOCIAL CLUB 

P.O. Bx. 80537 Las Vegas, NV. 89180 


HEROES & HITTERS 

Comics & Collectibles 

1845 Silas Deane Hwy. 

Rocky Hill, CT 06067 
(203) 529 8824 

Central Connecticut's MAGIC shop! 


f tfHlector's 
c onnection 


OETTIWO OUT OF MAGIC? 

Voice/ Fax (209) 297-0600 

WE BUY! WE BUY! WE BUY! 


We buy incomplete and complete collections. 

Alpha/Beta, Arabian Nipjyt s, Antiquities, Legends, 

Dark, and Revised 

We also buy out-of-print boxes. 

Star Trek, Wyvern, Magic, 1 llummati, Doom Trooper 

Cail or fax us with your offer. Or email us: yeung@cybergate.com 


►AMES 


UALORE 

Metro 817/461-GAME 


Discounted Prices! 

IDagic tb<? Qatbvrin^ 


X Boxes 

X Complete 5ets . 

X Individual Cards 
Plus... 

All Your (jam I rig heeds I 

Also. . 



805 W. Park Row 
Arlington, Texas 76015 


5 peciallzing in Collectible 
Games and magazines. 

Est. 1988 



Our Edmonton based company 
specializes in acquiring and selling 
(The Gathering*) 
trading cards and other 
specialty trading cards. 

If you are looking for one card or 
for a complete set of cards 
we can get it for you. 

Witt mail al (403) 988-4267 or fax us al (403) 466-9920 anytime. 


MagiciThe 

Gathering 

Complete sets of 

Beta 

$1500 

Unlimited 

$1700 

Arabians 

$650 

Antiquities 

$400 

Legends 

$1450 

The Dark 

$350 

Fallen Empires 

$200 


The Days of Knights 

(302) 366-0963 

Star Trek 

Limited $ 1600 Unlimited $600 
Thousands of singles also available! 

Plus 

All Collectible Card Games 
Hundreds of Out-of-Print Wargames 
Complete Line of Roleplaying Games 

Inquiries as to price and availability 

Fax Toll Free 1-800-738-5980 
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Space and time prohibits 
a complete review of each 
card game, but I will provide a 
few comments, a letter grade 
and a trend indicator to act as a 
pocket buyer’s guide. 


Magic: Fallen Empires 
lyhad 

Star Trek (BLACK) 

I Illuminati 


Galactic Empires 
•oomtroopers 
I On the Edge 


Flights 6f Fantasy 
Card Sharks 
Middle Ages 


Comment Grade 
Need I say more! A + 

Great Art-Concepts - Fair B 
Too Long-Too Complicated C ■ 
Great Collectibility A + 

Need of Starter Boxes has 
limited a great game A 
Mixed Reviews are due to 
all art from one artist B 
Great Game - Great Art A + 
Appeals to Genre Addicts B + 
Good Game - Lots of Fun B + 
Good Collectability B 
Art Cards with Scripts C 
Good Game for Kinds C + 
See Below C + 


Middle Ages is the brain child of 
I Fred Ditzler of Millersburg College. 
This 73 sticker set is intended to be 
I attached to a land or other com¬ 
mon card thus producing a new 
I card set. Presentation is excellent 
I and the concepts are very interest¬ 
ing, however be cautioned that, at 
the present, it is unauthorized by 
Wizards of the Coast. 


Shanandoe Enterprises 

2550 Broadway 
Boise, ID 83706 
208-342-7483 

Shanandoe Brizendine 

Top 5 of 1 994 

Here’s my personal ranking of 
I the top 5 card games which were 
> produced in 1994. These rankings 
I are based on numerous qualifiers, 
such as: popularity, ease of learn¬ 
ing, length of play, looks, etc. Aside 
j from the numerous comments 
I received in the store, many com¬ 
ments from out-of-state customers 
have influenced this decision. Here 
| we go... 

1. Magic: The Gathering 

This is the hit of 1994. Although 
| the introduction of Revised cards 
| may have disappointed some, the 
j sales figures certainly don’t show 
| any slowdown. The fantasy-style 
j game has many factors in its favor. 
First off, for the most part the art is 
incredible. Wizards of the Coast 
picked a good crop of artists and 
| they have struck gold. The quick 
j playing time and ease of play make 
| this game one of the best. One of 


m 

the big attractions is the playing 
time. With a lunch hour giving 
way to 2 or 3 games, it easily 
grabs teens and adults alike. 
Husband and wife competition is 
common and M:TG is one of the 
very few games in which players 
actually trade cards seriously. Even 
with the pitfalls of unscrupulous 
players and dealers, Magic still 
stands out. Thanks to Dr. Garfield 
for his insight. 

2. Star Trek: The Next Generation 

Once again, the choice for sec¬ 
ond place was a difficult one but 
ST:TNG wins it. The art is not your 
standard art because it consists 
entirely of still shots from the tele¬ 
vision series. As you may have 
noticed, the black bordered cards 
have gone through the roof in price 
and continue to climb. This game 
takes second for many reasons: 

The rules are fairly easy to assimi¬ 
late (some borg humor there) and 
play can take as little as 30 to 45 
minutes for experienced players. 
Cold decks have their problems, but 
that is the case with most games. 

If both players are using the 
advanced rules and the same 
group, it tends to get hairy when 
one has Picard out and the other 
slaps down Data. Decipher should 
come into its own if it turns out this 
kind of game consistently. 

Although the white bordered cards 
haven’t sold quite as well as the 
black ones, sales are still strong 
and compete rather well with 
M:TG. Let’s hope that the Star 
Wars game coming this Fall is the 
same quality as TNG was. 

Decipher is following WotC at warp 
speed. 

3. Jyhad 

My personal favorite; Jyhad came 
in third for one reason and one rea¬ 
son alone... play length. With the 
standard game being 1 to 2 hours 
in length, it isn’t something that 
can easily be played in a lunch 
hour and the feel of the game is 
definitely not for the squeamish. 
The rules are very involved and it 
takes several play sessions to fully 
understand them. The art is out¬ 
standing, as usual, it has that dark 
foreboding style to it that makes 
Jyhad what it is. Jyhad fell out of 
favor with many gamers due to the 
lack of starters available, initially 
and it is only just now making a 
comeback. For me, it provides 
much more of a challenge than 


Magic , but they are different games. 
You can’t really say one is better 
than the other. Again, hats off to 
Dr. Garfield for this one! 

4. Spellfire 

Yes, Spellfire. I can already hear 
the comments. Just read the review 
before you rip this section out and 
burn it in effigy. First of all, 

Spellfire with 6 people is a blast to 
play with rule of the cosmos. It is 
quick, easy to learn and pretty 
straightforward for combat. You 
get the higher number, you win. 
Deck strategy can be built around 
several different themes or words 
and the big guys don’t always 
come out on top. The art is better 
than Magic every thought of having, 
but TSR made one critical error, 
they recycled it. I didn’t mind the 
same thing that graces the cover of 
the Player’s Handbook for 
Advanced Dungeons and Dragons... 
but not on 3 different cards and not 
blown up or shrunk for different 
parts of the same one. Seems like 
TSR could have dug around in its 
archives a little harder, put some 
borders on the cards, made the 
stock thicker and put the charac¬ 
ter’s real names on them instead of 
lame names such as Gib Ekim (Big 
Mike). 

5. Illuminati: New World Order 

If you played the original, you will 
love the new version. Half the fun 
of this great game is reading the 
comments on the cards. Although 
the art is not truly collectible, it is 
meant to give the cards some comic 
life and it does so in a truly out¬ 
standing fashion. Steve Jackson 
Games did a great job in converting 
this old favorite into something to 
get your hands on, although I 
doubt players will be hot to buy 
packs continuously as they did 
with Magic or Star Trek, but it 
should hold its own. Maybe this 
will introduce a new batch of play¬ 
ers to Steve Jackson Games and 
maybe Car Wars will find its way 
into the card game market. 


HEROES UNLIMITED, INC. 

259 E. Irving Park Rd. 

Roselle, IL 601 72 
(708) 980-1080 

Tom Klein 

In the past year we have seen 
the growth of the collectible card 
game business go beyond the 
expectations of retailers, players 
and collectors. Along with the 


expansion and popularity of the 
card game business comes the pro¬ 
liferation of satellite products. 

These include T-shirts, miniatures, 
pins, playgrounds, calendars, mag¬ 
azines, and of course... price 
guides. 

Allow me to rise for a brief 
moment to that lofty position atop 
my soapbox. Several price guides 
were recently released in which 
prices and articles have put me in 
this position! The one (not naming 
names here) had prices drastically 
lower than both my local market 
and my mail order market. I’ve 
sold a minimum of 2,200 single 
Star Trek cards in the past month, 
as well as 11 sets. With such 
inconsistencies in pricing, the card 
seller will attempt to use the high¬ 
est end of the spectrum, while the 
buyer selects the lowest price pub¬ 
lished. Another guide highlighted 
only a few select cards. If you’ve 
played Star Trek you know the 
value of Federation Bridge Crew. 
However, look beyond the obvious 
and don’t dismiss the remaining 
cards with insignificant values, (like 
Roga Danar at under $10.00). 

Then let’s move on to durability... 
roll up one of the newer guides and 
stick it into your back pocket. Do 
you really think it’s going to last a 
month? Bear in mind now... these 
comments reflect my personal 
opinions and not those of SCRYE or 
its constituents. 

The key to price guides is 
remembering that they are guides 
and not formulas carved in stone!! 
They can be a useful tool for inven¬ 
tory, determining card value or 
assisting players who are actively 
engaged in trading. 

Nevertheless, it’s important to 
remember that different regions of 
the country have different markets 
based upon game card availability, 
popularity and player demand. Pay 
attention to your local market and 
supply; use that information in 
conjunction with your price guide. 

Phew-w-w. I guess it’s time to 
come down from the soapbox and 
update you on the local scene. 

MAGIC 

We’ve been hosting tournaments 
every Friday night for several 
months now. Some nights we’ve 
tried for a little variety, such as 
one-color decks (5-way) or part¬ 
ners. However, we always keep 
returning to the popular single 
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elimination, best of three games. 
Then we run a secondary tourna¬ 
ment for those players who lose in 
the first round or are latecomers. 

1995 has brought the bargains 1 
predicted. We’ve been running in¬ 
store specials on Fallen Empires so 
they continue to sell steadily. Only 
the price has dropped from its orig¬ 
inal $87 a box to $44.95! However, 
I don’t think it will reach Spellfire 
lows. 

Instead of discussing the high- 
end cards that we all know and 
love, here are ten top picks under 
$10: Twiddle, Sinkhole, Ice Storm, 
Lord of Atlantis, Rukh Egg, Desert, 
Mishra’s Factory, Strip Mine, Serra 
Angel, Dual Lands. 

STAR TREK 

Monday night is Star Trek night. 
We host tournaments that are 
steadily gaining in popularity but 
don’t draw the numbers like Magic. 

( We’ve had to establish our own 
Restricted and Banned list of cards, 
f The only card banned is Raise the 
| Stakes, for obvious reasons. 

Restricted cards are limited to 
only 1 per deck. Res-Q, Parlor Toff, 
Telepathic Alien Kidnappers, Red 
Alert. 

By group consensus, we also 
agreed that a player may not recov¬ 
er an Artifact or seed more than 1 
Artifact per mission. 

The primary focus in single 
sales, at this time, is in completing 
a set. However, these cards are 
reasonably priced and maintain 
their popularity: Kevin Uxbridge 
and Res-Q. The Federation Bridge 
Crew are the money cards and 
probably the best investment cards 
for now. 

On The Edge, Doomtrooper, Jyhad, 
Wyvern, and Illuminati fill the 
shelves. Sales are slow, but every 
day there seems to be a pleasant 
surprise. Some dealers were 
unwilling to stock a large and 
expanded inventory after Spellfire. 
But calls are already coming in for 
Highlander, Rage, and the obvious 
Ice Age. Can’t wait... 

War Horse Hobbies North 
314 Sheldon Avenue 
Houghton, MI 49931 
(906) 487-6500 
jOSH Ericson 
War Horse Hobbies 
421 - 5th Street 
Peru, IL 61354 
(815) 223-1020 
Linda Corrie 


Greetings from the Heartland! Here 
we are again with our card news 
from Michigan and Illinois. 

MAGIC: THE GATHERING 
The big news is the confirmation of 
the reprint series for Chronicles. 
Most of the players in our areas 
want the cards for their abilities 
more than for their collectibility so 
we are thrilled to see this expan¬ 
sion come to life. Ice Age also looks 
interesting but with the 1 year print 
run, it doesn’t feel like a Limited 
Edition. As for single cards, every¬ 
one still wants Moxes, Black Lotus, 
and Arabian Nights. In Revised, the 
hot cards are Royal Assassin, 
Vesuvan Doppleganger and Rock 
Hydra (because everyone thinks it 
will be discontinued). However, the 
most desired card of all would be a 
MAGica I Hack which changes Fallen 
Empire Boosters into Revised 
Boosters, wiping out our huge sur¬ 
plus! 

JYHAD 

By the time you read this, every¬ 
one will probably know that Jyhad 
will be experiencing a name 
change. Our customers are worried 
about future card compatibility but 
are still buying the Jyhad cards. On 
the plus side, we’ve heard that new 
expansions will be coming out with 
the new printing, along with a 
streamlining of the rules. Time will 
tell if this change will open the 
market to other players or merely 
offend the existing customers. 

STAR TREK 

Star Trek continues to sell well in 
the white border. We find our cus¬ 
tomers retiring their black border 
cards to collection status and play¬ 
ing exclusively with the white bor¬ 
ders. Hot cards for both series 
continue to be any of the Enterprise 
crew. 

WYVERN 

The Premiere edition of Wyvern 
came and went before we knew 
what happened! The people who 
were able to get decks really like 
the game. It isn’t as complicated 
as Magic but it’s more challenging 
than Spellfire. Most of our cus¬ 
tomers like the way the cards are 
based on familiar mythological 
creatures, although they feel that 
having several different artists do 
the artwork would have been bet¬ 
ter. Everyone seems to like the sil¬ 
ver and gold card money offer, 
although we haven’t seen anyone 
get one yet. 


OTHER GAMES 
We’re looking forward 
to seeing Rage and we 
hope it will be as enter¬ 
taining as Jyhad. We’ve decided to 
wait and see if Blood Wars catches 
on before investing anything in it. 
However, we plan to carry the 
Highlander game due out in April, 
just because we have a lot of fans 
of the movies and series. 

Sword & Crown 

502 E. John Street 
Champaign, IL 61820 

(217) 367-0302 
Brent & Joel Halfwassen 

Move over Magic, there are some 
very hot games moving into your 
territory. Star Trek gets the award 
for the fastest increase in price per 
box and pack. Anticipation is high 
for the third printing of the Star 
Trek cards. Illuminati: New World 
Order is another hot game. It is a 
reprint and expansion on the old 
Illuminati card game by Steve 
Jackson, which already had a fol¬ 
lowing. Now, it has gotten a lot 
bigger. Doomtrooper is another 
game that has taken over the play¬ 
ing tables of the Midwest. Wyvern 
is the last of the new games to be 
released. A huge hub-bub has 
been made over the card buy-back 
offer made by U. S. Games 
Systems, Inc. Later we shall see 
how this affected the sales of the 
game itself. Then there are also 
the standbys and the Fallen Empires 
fiasco. 

Star Trek: The Next Generation is 
a game that has kept its popularity 
for the past two months. With its 
hype, along with the trekkie follow¬ 
ing, and the release of the movie 
Star Trek: Generations, Star Trek 
promised to initially be an excellent 
seller. The question was whether 
or not it would continue to be a 
strong game. While I have not 
seen many people playing ST:TNG, 
boxes of the Limited Edition 
Boosters can be sold for four hun¬ 
dred dollars and up. Demand for 
the third printing is going up every 
day. Furthermore, members of the 
Bridge Crew from the Star Trek 
show are going for lots of money. I 
have seen Data and Picard cards 
going for $80.00. That may be on 
the high end but that is an appreci¬ 
ation in card value that Magic can¬ 
not come close to rivaling. Magic 
cards have just recently begun sell¬ 


ing for $80.00, while ST:TNG has 
been out for only two months. 
Sword & Crown’s recommendation: 
Great game with lots of staying 
power and a huge following, for 
both players and collectors. 

A reprinted game usually means 
that the first edition was a bomb or 
was severely flawed and the com¬ 
pany is trying to repackage a failed 
game. Illuminati: New World Order 
is not one of those events. This 
game contains many of the ele¬ 
ments of the old game, combined 
with new groups and cards to affect 
the outcome of takeovers. One 
huge change from the old game is 
the elimination of the money in the 
game. Now only cards affect the 
outcome of the roll. This narrows 
slightly the options and abilities to 
stop takeovers but does eliminate 
quite a bit of cheating from the 
game (the old rules didn’t punish 
for attempting to cheat, rather they 
encouraged it). There are over four 
hundred different cards, most of 
which are new and humorous, just 
as they always were. The color 
also makes the game more appeal¬ 
ing. One shortcoming in the game 
that is inherent in all build-our- 
own-deck games is what I like to 
call the cheese factor. The decks 
can be built completely to suit your 
Illuminati which makes the game 
quick and pretty. This may be 
okay, but it takes some of the fun 
out of the game because speed 
becomes more important than skill 
and luck in playing it. If the new 
Illuminati cards could be integrated 
back into the old rules, I feel that 
the game would be far more fun. 
Overall though, Illuminati is a bona 
fide hit and will continue to be that 
way for at least several more 
months. 

Doomtrooper is another game 
that has recently been released and 
it is going to take a large share of 
the market. The color scheme on 
the cards is very impressive. The 
artwork, while not excellent, has 
good detail and the game mechan¬ 
ics also work well. There are very 
few quirks in the rules or conflicts 
that result from the rules or word¬ 
ings on the cards. The game is a 
huge hit and has replaced Magic as 
the number one selling game, at 
least for the last two weeks. Again, 
this is a game that has a lot of 
staying potential and should be 
another big hit when the next 
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release comes out. 

One game that has had a new 
marketing technique is Wyvern. 

I The response from the playing of 
Wyvern has been very mediocre. 

[ The thing that has been boosting 
I the sales of this product is the card 
buy-back offer from the company. 

I The ultra-Rare silver and gold 
136th cards in the set are being 
I bought back by the company for 
fifteen and twenty-five dollars a 
piece respectively. Also I believe if 
| you have both of the cards they will 
be bought for $250.00. This offer 
[ expires at the end of the year. This 
I artificial support of the price of the 
I already ultra-Rare cards has creat¬ 
ed a demand that, in my opinion, is 
not supported by the quality of the 
i game. This marketing technique 
may work for the company though, 
| at least for a while. The cards will 
not be sold back, right now, 
because they are guaranteed at the 
| prices the company is offering (like 
I the gold standard). This may make 
all of the cards collectible, but that 
I is not very likely. For the interim 
1 though, the marketing has succeed¬ 
ed as Wyvern is sold out and 
demand is still present. If any 
sound economic principles enter 
the gaming industry (he, he), this 
game’s sales will end as quickly as 
they began. 

Another new release this month 
is Nuclear War booster packs. This 
I is the perfect beer and pretzels 
game. Watch millions of people die 
! in fifteen minutes. It can’t be beat 
I if you want a break from all of the 
seriousness of most of the other 
I games. Nuclear War was a hit 
before any of the card crazes hit. 

The booster packs add 47 addition¬ 
al cards to the game and its two 
expansions, Nuclear Escalation and 
Nuclear Proliferation. If you want a 
I quick game of great fun, Nuclear 
War is the game to play. 

Galactic Empires is a fun game to 
I play, resembling Star Fleet Battles a 
lot. The decks are all the same, 

I allowing players to play with only 
I one deck. The problems are that 
! the card stock is very poor, the 
packaging is not very exciting, and 
I some of the artwork needs to be 
j replaced completely. Since the 
I decks are not sealed, anyone who 
[ searches though the decks will 
notice that the purple and yellow/ 

| green cards have horrible art. This 
is a big turnoff to the game. If the 
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art was fixed and the packaging 
was made a little flashier, the game 
might have some potential. 

The decision to print over 300 
million Fallen Empires cards was a 
mistake by Wizards of the Coast. 
The response was not that great 
and most of it was left sitting on 
the shelves. They (Wizards) has 
tried very hard recently to rectify 
that problem, much to their credit. 
Demand for Revised boosters is 
higher than for Fallen Empires 
presently. Let’s hope that either 
the new Revised series or Ice Age 
will fix Wizards’ declining image. 

Now the run down on what is 
left. Jyhad is still making steady, if 
slow sales. The game is hardly 
ever discussed anymore. On The 
Edge and Spellfire are less success¬ 
ful, the former being to close a 
copy of Magic and the latter stuck 
with a bad stigma it will probably 
never be able to remove. 

Premier Comics & Games 

119 W. 80th Place 
Georgetown Plaza 
Merrillville, IN 46410 
(219) 756-9636 
Mark Cooper 
Jeremy Shaffner 
Wizards of the Coast seem to 
have fallen and they can’t get up. 
Sales of Fallen Empires are steady, 
but most of the buyers are new 
M:TG players; whereas some of the 
older players say that the only 
value of the cards is nutritional. It 
has become ‘hip’ to put down 
Fallen Empires around here. There 
may not be any quick, first-round 
kills, but this expansion does return 
the meaning of fun to the some¬ 
times dog-eat-dog work of Magic . 
Although, those same players who 
shrug when you mention Thallids, 
Thrulls and Homarids can’t help 
but put a few of the new Lands and 
Ley Druids in their decks, instead of 
the Mana Batteries from Legends or 
the Initiates of the Ebon Hand so 
that they can Channel for a huge 
Drain Life. The only real thing that 
hurts Fallen Empires is the size of 
the expansion... there’s no rush 
because the cards will always be 
there. 

What’s really hot now is Revised. 
So much so that new players think 
that Fallen Empires is the Basic Set 
and Revised is some new release. I 
almost hate to say this, but the 
availability of Revised Starter Decks 
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has sparked some inter 
est in Spellfire. I am 
confident that Ice Age 
will cool everyone off. 

Jyhad is slowing down a bit. 
Players are trading their Jyhad Rares 
for Magic cards and playing it 
instead. Vampire lovers are stick¬ 
ing with it though. 

Galactic Empires is selling to col¬ 
lectors who are completing their 
sets and Science Fiction fans who 
aren’t into Magic. 

Speaking of Science Fiction, Star 
TrekiTNG CCG sales continue to 
rise. Trekkies turned collectors 
drool over the Limited Edition black 
border as they look for those last 
eight cards to finish their set. 

White borders, although not as 
popular as Limited singles, sell to 
players as fast as we get them in. 
Jean-Luc Picard and Data are the 
ones most often asked for, followed 
by the rest of the Bridge Crew and 
the U.S.S. Enterprise. Expansions 
are eagerly awaited. 

‘Old MacDonald Had A Farm E- 
I-E-I-0 and on this farm he had 
some dragons E-I-E-I-O’. Wyvern 
Premiere Edition flies out of the 
store on wings of Silver and Gold. 
Ultra-Rare card #136 hasn’t reared 
its ugly head yet, but it hasn’t 
turned off the collectors or players 
yet either. We get calls every day 
from Wyrms and Dragons... oh my! 

Games Crafts Hobbies & Stuff 

9220 Lackland Road 
Overland, MO 63114 
314-423-2199 

Dave 

Greetings from the Gateway City! 

Thank you for all of the positive 
input I’ve received so far. Your sup¬ 
port is greatly appreciated. 

We need to build some test 
decks for you to develop your next 
winning tournament deck: 

Four Sengir Vampires, four 
Nettling Imps, four Sinkholes, four 
Fungusaurs, four Ice Storms, four 
Stone Rains, four Aladdins, four 
Black Vices, four Fire Balls, three 
Icy Manipulators, two Killer Bees, 
two Sisters of the Flame, two Living 
Artifacts, two Glooms, one Birds of 
Paradise, one Ivory Tower, four 
Badlands, four Bayous, four Taiga, 
four Strip Mines, one each of the 
basic Land in each of the three col¬ 
ors, one each Legendary Land in 
each of the three colors, one each 
of the three Moxes, and one Black 


Lotus. 

This deck is designed to keep 
your opponent from playing 
because you keep taking his Mana 
away from him. If he does get out 
some creatures (Ali from Cairo) use 
your Imp to destroy them and build 
up your creatures at the same time. 
The Glooms are for your sideboard. 
Like Tranquility, and Kormus Bell 
(for those pesky Pestilence cards). 

Four Goblin Kings, four Blood 
Moons, four Shatterstorms, four 
Lightning Bolts, four Goblin Balloon 
Brigades, three Gravity Spheres, 
three Goblins of the Flarg, three 
Goblin Digging Team, three Goblin 
Hero, Two Brothers of Fire, one 
Rock Hydra, one Eternal Flame, one 
Goblin Wizard, three Sisters of the 
Flame, twenty one Mountains. 

This deck is designed to stop all 
those pesky double Lands. If 
you’re testing against blue, put in 
Red Elemental Blast. 

Just make a deck with a bunch of 
Unsummons, Black Vices and 
Twiddles. This will test how fast 
your deck works. 

Four Stasis, four Mana Short, 

Four Reset, four Counterspell, four 
Enchantment Alteration, four 
Control Magic, four Yotian Soldier, 
four Vesuvan Doppelgangers, four 
Zephyr Falcons, four Serra Angels, 
three Resurrections, and one each 
of all the following: Braingeyser, 
Time Walk, Ancestral Recall, Recall, 
Copy Artifact, Clone, Spell Blast, 
Divine Offering, Chaos Orb, Mox 
Pearl, Mox Sapphire, Black Lotus, 
Ivory Tower. Nine Islands, eight 
Plains, four Tundra, three Sand 
Silos. 

If you don’t have blue in your 
deck, this will make you cry! After 
an attack play Mana Short, then 
play Stasis, then use your creatures 
that don’t tap when attacking, to 
deal damage. Running out of Mana 
to keep the Stasis going? Use Reset 
in his turn. I found that it might be 
Necessary to use Sirens Call, and 
Festival to get it all started. 

Four Fireballs, four Disintegrates, 
four Lightning Bolts, four 
Pyrotechnics, four Chain Lightning, 
four Goblin Grenade, four Mons’s 
Goblin Raiders, four Goblin Balloon 
Brigade, Four Rukh Eggs, four Fire 
Breathing, four Mana Flares, and 
twenty Mountains. 

This is called the ‘Stupid Deck’, but 
it can put most decks to the test. 

Next month we will be working 







p 

2l1 




r; 


on the tournament winning 
| deck. In the meantime, study 
j the strengths and weaknesses of 
I these decks. 

BookTrader 

Dakota Square Mall 
Minot, ND 58701 
701-838-1694 

Ron Karnack 

Hello from the Wastelands!! 

| Well the card market here has cer¬ 
tainly taken a strange turn in the 
last few weeks what with Magic: 
j The Gathering singles, Fallen 
| Empires, On The Edge, Doomtrooper 
j and hosts of others. This seems to 
be a time of collectible card game 
j gluts right now. First, I would like 
to announce the winner of our 3rd 
I Magic Tournament, Craig Erickson. 
He was the victor in our double 
elimination tournament held on 
January 21 with second place being 
I taken by Jenny Carlson. The first 
prize was 10 packs of The Dark, 10 
packs of Fallen Empires and a Scrye 
| Counter. 

Magic 

Our singles library has been like 
a virtual rollercoaster these days! 
First we have tons of cards and 
then suddenly POOF! No more 
| cards. The trading and purchasing 
has been a big boom to us and 
I while we wait for more Starters and 
Boosters, the singles are getting to 
j be our bread and butter pretty 
quick! The majority of the singles 
market out here is mainly individu- 
i als looking for that special out-of- 
print card or for several to add to 
j their decks. We also have many 
people who access the ‘Net’ for 
trading and selling although we 
have heard (and seen) that this is 
i becoming a feeding frenzy on the 
cyberboards and you cannot 
always find the best price or the 
best of customers. So far we have 
had no trouble and I still recom¬ 
mend this is another avenue for 
| trading/selling/buying. But Caveat 
Emptor, folks. 

Doomtrooper 

Our stock is depleted of this 
I game and so far, it has been very 
popular among the Magic refugees 
| or people who don’t think they can 
| complete with the wheelbarrow- 
full-of-cards players. The game is 
relatively simple and we have 
requests already for more cards 


and interest is good for the new 
expansion set, Inquisition. 
Heartbreaker has a wonderful 
FAQ file on America Online that 
players should access because it 
features revised rules, card clarifi¬ 
cation and special news. I did and 
it was really worth it. 

Galactic Empires & Others 
Galactic Empires has been quite 
puzzling to most of our players and 
it has caused it to become a long 
term item in the store. Quite 
frankly, I am STILL reading the 
rules and am STILL learning the 
exceptions of the term phrase 
(pulling out hair). On The Edge has 
been bringing in customers and a 
small contingency of them are 
sneaking in and out. I understand 
that are quite a few OTE players in 
the southern part of our state in 
Fargo. And the fervent requests for 
Illuminati and Wyvern have got me 
scrambling to find these sets. I fear 
though that I will be falling peril to 
the Unlimiteds in both cases. 

As for Spellfire: We are no longer 
carrying the game, but I do have 
some customers that special order 
materials for it. There are a very 
small pocket of players for Spellfire 
here but most tell me that it is 
shrinking rapidly and single sales 
are absolutely nowhere. Most of 
the players still left are making 
major changes and/or alterations to 
the basic game and they have done 
quite well. Hope Blood Wars does 
better. We had some interest as 
people looked at the Scrye article 
on Blood Wars but everyone is 
reserving judgement. It won’t do 
us any good to push this item on 
the Planescape players for AD&D 
(for which Blood Wars is based) 
due to the fact that Planescape isn’t 
doing well either. Most are still 
within the Forgotten Realms and 
Spellfire’s collection of these cards 
did far better. 

Final Note: It has come to the 
attention of a great many of us 
that a Magic ‘sickness’ has begun to 
infect some players. Even some of 
my best customers have fallen prey 
to the influenza. Here are some 
signs that you are becoming ‘ill’ 
with Magic: 1) If you grab a price 
guide every time you trade cards, 
you may have a problem; 2) if you 
can’t get together with friends 
without delving into a new Magic 


argument you have a problem; 3) If 
you are sleeping and constantly 
dream in Magic card combinations, 
bingo!; 4) If Tim and you talk on a 
regular basis you’d better think it 
over, 5)If you have gotten used to 
not eating and your rent ‘can wait’ 
you might have a small dilemma; 6) 
If you detest the argument that ‘it’s 
just a game’, maybe Monopoly is 
your alternative; 7) If you end up 
with a stroke over losing 6 times in 
a row with a brand new deck, you 
may be in for it; 8) If you want to 
pay for everything in Mana points... 
get help; 9) If you can’t remember 
the last time you played a roleplay¬ 
ing game... take a small break; and 
10) IT IS JUST A GAME FOLKS 1 
Have some fun, do some trading 
and sleep well at night. Or try 
another card game, after all new 
beginnings often yield good results. 
And don’t bust your friendships 
over this stuff... because when the 
cards go away...who will be left? 

Spellbound 

904 North 1 6th Street 
Lincoln, NE 68508 
(402) 476-8602 

Cuff ‘Doc’ Christiansen 
Illuminati 

Steve Jackson Games has 
released their new card game, 
Illuminati : New World Order to a 
flurry of buyers. Just as fast as it 
hit the stores, I;NWO vaporized 
when people found out it was in. 
Most stores are sold out of I;NWO 
and some people are hunting down 
singles to complete their sets...just 
like Magic and Star Trek. 

This game has the flavor of the 
original Illuminati game, (also by 
Steve Jackson Games) but with 
some flaws. If you have the right 
common cards, you can win most 
games within the first five turns. 
This has proven to be very disap¬ 
pointing to some players. The 
cards themselves are well-made, 
have humorous pictures on them, 
and are attracting non-traditional 
card gamers. 

For the diehard gamers and card 
collectors this game is a must and I 
would recommend it to almost 
everyone after revised rules come 
out. 

On the Edge 

On The Edge by Atlas Games, 
appears to be a fascinating game, 
however, there are some play prob¬ 


lems that it shares with Illuminati. 
Once the pendulum of power 
swings one way or the other, the 
game is over. There is no coming 
back to win from an underdog’s 
position. Another flaw is the fact 
that the game is too closely tied to 
the Over the Edge RPG. Some of 
O.T.E. may be lost, as the setting is 
what makes this game playable. 

This is especially true for players 
who are not familiar with the RPG. 
The art is very surrealistic, and 
simple at times. 

Doomtrooper 

Doomtrooper, by Heartbreaker, is 
on the market and is selling quite 
well - the art itself sells the prod¬ 
uct. Doomtrooper, based on the 
Mutant Chronicles products, is an 
interesting game to play and does 
not have the same problems as the 
two previous games mentioned. 

The characters are all intriguing 
and add to the flavor of the game 
and the science fiction genre is a 
great hit. Doomtrooper had a prob¬ 
lem catching on...at first, but now it 
is readily played at most game ses¬ 
sions. Many collectors are trying to 
put together a complete set and 
trading has become heavy. An 
expansion set should be interesting 
as there is more demand for the 
cards. 

Combos 

1) Keldon Warlord with any of 
the following: Icatian Town, Thrull 
Breeding Pit, Homarid Spawning 
Bed, Goblin Warrens, and 

2) Sunken City with Homarid 
Spawning Bed, Icatian Town with 
Crusade, Breeding Pit with Bad 
Moon, Goblin King with Goblin 
Warrens, and all of these with 
Orcish Oriflamme. 

3) Almost endless life: Storm 
Phoenixes and Life Chisel 

4) Channel through the Initiates of 
the Ebon Hand for a nifty Drain 
Life 

5) Use a Reflecting Mirror after 
casting Mana Clash to make your 
opponent ‘clash’ with himself or 
after a Mind Bomb has been cast 
to force him to either take 6 dam¬ 
age or discard his hand. 

See you next month, same Bat 
time... 

Asgaard Hobbies 

4180 W. Desert Inn Road, #B2 
Las Vegas, NV 89102 

(702) 368-3389 
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Karl Anderl 

Greetings...I can’t believe another 
month has already gone by. 

We recently had our first artist 
signing here at Asgaard and it went 
off without a hitch. We brought 
Kaja and Phil Foglio down from 
Seattle. Our customers had an 
opportunity to meet the artists and 
have cards signed by them. If any 
store out there is considering a per¬ 
sonal appearance in the future, I 
can’t say enough about what a 
pleasure it was to have the Foglios 
here. We are hoping to bring in 
Anson Maddocks or Melissa 
Benson in the future. 

Here comes my ‘I told you so’ 
section. I find it really amusing 
that some mail-order companies 
have been selling Fallen Empires at 
$45/box - no minimum order 
required. Have these speculators 
been burned by their own greed? 
Maybe they are planning to sell 
such a huge volume that their 
almost non-existent profit margin 
will add up to something. 

Before 1 continue, I must 
acknowledge two of my customers. 
Hats off to Brad Ward. Brad came 
out of the gate strongly in Magic: 

The League by going 10-0. Don’t 
get too confident; Sean, Phil, 

Stanton and Leo the Nameless are 
right behind you. Speaking of Leo, 
nice move - copying the Chaos Orb, 
ripping up the copy, and sprinkling 
it over your opponent’s cards. 

What price glory! On to what you 
all want to hear. 

Magic Boosters recently became 
available again and there was a 
massive feeding frenzy those first 
few days. They have finally settled 
down but still sell steadily. Starter 
decks are still in scarce supply; 
however I have faith that WotC is 
doing all they can to change that. 
Good news - Chronicles will not 
include any Fallen Empire cards! Ice 
Age will not have all new colors as 
was originally rumored. 

Jyhad has been given a fresh 
breath of life with the news that 
Vampire: The Eternal Struggle will 
incorporate its cards. 

Kudos to the people at 
Companion Games. When they 
read my harsh review of their game 
they offered to exchange them for 
the better version. 

Dixie has been a pleasant sur¬ 


prise, I am into my fifth box 
already. We are really looking for¬ 
ward to Shiloh and the Napoleonic 
version. 

Star Trek: The Next Generation 

ST:TNG is selling steadily and 
more people seem to be starting it 
every week. Doomtrooper sold out 
long ago and their Inquisition 
expansion should sell equally well. 
Doomtrooper is really a blast, I 
can’t wait to get more of them so 
more people can play. I:NWO has 
been a huge hit so far. (More so 
with twenty-somethings). No word 
on any I:NWO expansions yet. I 
still want the Bjorne art - someone 
has it. Wyvern has been warmly 
received and should continue to 
move well when the second edition 
comes out. On The Edge is close to 
becoming ‘On The Edge of Extinction’. 
However, I’m sure that their expan¬ 
sion will turn things around. 

EXTRA CREDIT 

What do you do with Flights of 
Fantasy? 

Take care of yourselves...Until 
next month. P.S. A most glorious 
Happy Birthday to Mitch Teague 
and Maggie Bungles. 

The Dragon’s Den 

Poughkeepsie Plaza Mall 
Poughkeepsie, NY 12601 
(914) 471-1401 
Keith Dombrowski 

Greetings from the Dragon’s 
Den, where even now the Doomed 
Troopers form up in their battle 
ranks to face the Dark Legion, 
whilst across the store the men in 
uniforms of Blue and Grey prepare 
to meet in Dixie. Oh, to be caught 
in something as simple as that, but 
no, in my curiosity I ventured far 
and am now held captive by one of 
the great old Wyverns, a caged bird 
to provide a bit of entertainment 
before he is summoned to do battle 
with the others of his kind. So, 
while he sleeps, come sit by my 
cage and listen to what I have to 
say, but speak softly for he sleeps 
lightly! 

WYVERN 

This game is hot, hot, hot! The 
‘Premiere Limited Edition’ has come 
and gone with prices skyrocketing 
already. Of course, for something 
this big we had to do something 
equally big, so we got Mike 
Fitzgerald (yes, the creator of the 


game) to come in, took out 
newspaper and radio ads, 
borrowed lots of chairs 
and tables, and what did we 
get? Twelve inches of snow, that’s 
what! We got a blizzard. Mike 
arrived in a 4 X 4 to demonstrate 
things to the three brave souls who 
challenged the weather to see him. 
Thanks guys! We are planning on 
rescheduling for March when the 
Unlimited printing is scheduled. If 
you are going to be in the area, 
give us a call, we’ll give you direc¬ 
tions. 

The physical 

Wyvern is attractively boxed and 
will be printed by Carta Mundi on 
slightly thinner card stock than 
M:TG, with bright metallic gold 
card backs and richly colored 
fronts. 

The abstract: 

The artwork (as by consensus of 
employees and customers) is well 
executed and attractively done, but 
with a few exceptions does not 
quite match up with WotC stuff. 

The technical: The game is easy to 
play with a well written but slim 
(23 pages) illustrated instruction 
booklet (Mike has told us that the 
Unlimited Edition will contain 
revised rules.) Starter decks con¬ 
tain the standard 60 cards and are 
pre-priced at $7.95, with the boost¬ 
er packs coming in at 15 cards and 
$2.50, although finding either at 
these prices will be difficult until 
the Unlimited print run shows up. 
The initial set only contains 136 
cards (with an unobtrusive card 
number in the bottom right-hand 
corner of each card), making for an 
easy to collect set. All in all, we 
give this one a 9.0. A definite pick¬ 
er upper. 

A bugle sounds and the cavalry 
is off! Dixie, the Civil War card 
game is a must for any civil war 
buff and makes a nice addition to 
any gamer’s library. Packaged in 
the usual 60 card box (30 USA & 30 
CSA) the first edition of Dixie 
depicts every regiment, battery and 
general at the 1st Bull Run battle. 
There are currently no booster 
packs, but planned expansions will 
include later battles in the same 
format. The artwork is composed of 
technical drawings of equipment 
and simple but well executed paint¬ 
ings and drawings of troops and 


terrain. The rules are a bit more 
complex than they need to be and 
you’ll need to buy at least three 
starters for two people to play 
properly, but it’s obvious that a lot 
of work went into preparing this 
one. We give it a 6.5 so, if you 
want some history in your card 
gaming, give Dixie a try. 

Doomtrooper has also arrived 
and, despite a heavy advertising 
campaign, it seems to be off to a 
slow start. The cards are well print¬ 
ed on decent stock with an intense 
array of both brightly colored and 
darkly mysterious artwork. The 
rulebook weighs in at a solid 40 
pages with a color cover and 
includes beginner’s rules, standard 
rules and multi-player rules. The 
sheer number of symbols on the 
cards requires the back page to be 
set up as a fast reference chart, 
but, as with Jyhad, players will soon 
memorize most of them. The stan¬ 
dard game is a bit more complex 
than most, but again, like Jyhad, 
this in no way detracts from the 
playability. We give this one an 
8 . 0 . 

TSR is still plugging away at 
Spellfire and their persistence 
seems to be paying off, I’m actually 
selling what I order of them now. 
The latest expansion for the game 
are the Forgotten Realms booster 
packs, which, while the card stock 
hasn’t improved and most of the 
artwork is still re-hashed, has some 
neat photo cards. The ones I got 
were photos of some nicely painted 
Ral Partha miniatures. (You’d think 
a company with as much money 
and primo artist connections as 
TSR would spring for some truly 
new artwork.) 

A quick word on Illuminati. It’s 
great, it’s a gas, go buy it! Steve 
Jackson has outdone himself this 
time, taking a game that was loads 
of fun to begin with and streamlin¬ 
ing (they took out the money) it 
into one of the best collectible card 
games on the market. If you 
haven’t tried it yet, definitely do so 
soon! A fantastic 9.5! 

I must break off now, I hear the 
old Wyvern stirring but, until next 
time, keep your cards dry and 
watch the skies for dragons! 
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Designers: Daortf fowfer and Gregory BeH 
Trtfe: Dlonns of Kfoadar colfectrfrfe card game 
Refease Date: Jufy 1995 

"Swamp Croc" bq Casey (White, 

“(Warrior" 6 “Creature" bq Trauis Beaoen. 

Abstract of Came 

The “Moons of Khadar” is a collectible card game that engages 
players in a contest of strategy, wit, and cunning; the design of 

which employs tactical 
aspects similar to those used 
in chess, so that game play 
gets more intriguing and 
involved as players gain 
more skill and experience. 
Well-devised tactics and 
effective card management 
outweigh the ‘power’ and 
rarity of cards in terms of 
winning a game. Feints, 
ruses, and misdirection can 
be used to keep your oppo¬ 
nent scrambling as you 
struggle to maintain and 
strengthen your affiliations 
with mercenaries. But noth¬ 
ing is safe; subversion and 
subterfuge play a major role 
in thwarting or delaying your 
opponent’s battle plans. 

The game is highly 
customizable. Players can 
choose to play by any of the 
three basic styles (ranging 
)m simple and fast-paced to 
mind-bending complexity), and within each of those styles are a 
number of rule variants from which players can choose. Game play 
consists of turns, which have multiple phases that involve decision¬ 
making by each player. Play phases involve attack, defense, 
counter-attack, retreats, and other factors consistent with real war¬ 
fare. A “turn” itself, however, does not necessarily confer an advan¬ 
tage to a player; your opponent may steal the initiative from you, or 
political or geological turmoil may upset your carefully conceived 
plans. 


All cards will 
have original 
color artwork, 
and cards will 
have four or five 
levels of com¬ 
monality. 

Packaging will be 
in starter decks and booster packs (sizes and prices are still under 
consideration, but will be consistent with other games of this type). 
The game has been designed for two to four players, including a 
partners game. Plans for the game currently include development of 
a player’s guide which will include a “story” describing the world in 
which the game exists, a lexicon of the planet’s language(s), 
detailed descriptions of game play aspects (all of the gory details), 
helpful hints, and probably some other interesting stuff. 

The game is set against the background of the planet Khadar, 
which has been devastated by tens of thousands of years of war. 
The various klans, despite bringing their world to the brink of eco¬ 
logical ruin, cannot put aside their greed and hatred of one another. 
Klan fortresses are protected from the poisoned environment by 
plasma domes obtained from “outworld” traders. Players assume 
the role of a “Khadan” (KlanMaster), and must use and manage the 
klan’s resources to con¬ 
struct ships, vehicles, 
and a variety of other 
items, provide power for 
effects such as holo¬ 
grams, and pay warriors 
and other characters. 

Players must also estab¬ 
lish and maintain affilia¬ 
tions to use “more 
advanced” creatures, 
characters, and technolo¬ 
gy available from any of 
the five mercenary soci¬ 
eties established on 
Khadar’s moons. 

If you would like 
more information, you 
can contact us at the fol¬ 
lowing address; 

Valkyrie Games, Inc. 

5996 NE Haystack St. 

Hillsboro, OR 97124 
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"Looks like there’s over fifty of 
them. And all we've got is this gym 
bag full of guns. Hope you're a good 
shot, cop." 

"You have guts, young warrior. But 
I have the more powerful kung fu." 

"Only the Queen of the Ice Pagoda 
can cure this kind of DNA scrambling, 
Silver Jet." 

"CH-CHNK! KA-POW! Th-th-th- 
th-th-THUD! R-r-r-r-rr-r-r-rr-r-att-tt- 
t-tat-att—ATT! Swish-Swish-Swish- 
SPLORT! KRA-BOOOOOMMM!" 

Shadowfist is a new collectible trad¬ 
ing card game, due to storm its fist-fly¬ 
ing, uzi-spraying, sword-clanging way 
onto the shelves of your favorite gam¬ 
ing store in June of 1995. This article 
offers an exclusive sneak peek at the 
world behind Shadowfist , one where 
heroic kung fu masters duke it out 
with assassins, sorcerers, and futuris¬ 
tic monsters to make the world safe for 
the innocent. 

My name is Chin Keung. Until a 
few weeks ago, I thought of myself as 
an ordinary sort of fellow. Just a hum¬ 
ble dishwasher at my uncle's tiny 
diner in Kowloon. If you don't know 
Chinese geography, that's across the 
water and on the wrong side of the 
tracks from Hong Kong. I grew up on 
the mainland, but I came here to help 
out my uncle. He has a bad heart, you 
see. I never thought I'd have to use 
my years of kung fu training under Old 
Jun in a real fight. It was just a hobby 
to me. But now I know there is a bat¬ 
tle that must be fought and won, and 
will not be unless there are those of us 
who are strong and brave enough to 
stand up to the villains of the world. 

It all started when some triad types 
came into uncle's restaurant to 
demand their protection money. Now, 
uncle is not a fool. He has always 
paid his protection money, no com¬ 
plaints. But this bunch of gangsters - 
they're not the regular kind. They're 
muscling in on the territory of the 
usual gang. Now they want uncle's 
money too. Well, the restaurant is not 



so prosperous that he 
can afford to pay twice 
the protection money. 

They started to rough 
my uncle up. Remember 
how I said he has a bad 
heart? Well, I did some¬ 
thing that no true kung 
fu artist should do. I lost 
my temper. I am afraid 
that I hurt all twelve of 
them very badly. 

I thought that would 
be the end of it. I never 
expected that a beautiful 
ghost would fly through 
my window that night 
and tell me that I had 
accidentally gotten 
myself involved in a 
secret war to control the 
world. 

In Shadowfist , each 
player is a hidden war¬ 
lord fighting in this 
secret war. What the 
ordinary person doesn't 
know is that the course 
of history is not deter¬ 
mined by the actions of 
great men, or by 
inevitable and imperson¬ 
al social forces. Instead, 
it is decided according to 
who has the best feng 
shui. Feng shui is the 
ancient Chinese art of 
geomancy, or earth 
magic, based on the flow 
of chi energy. Chi is the 
life force that flows 
around and through all 
of us; it offers us the 
power we all need to survive. When a 
place is said to have good feng shui, 
that means that it channels chi energy 
in a healthy way towards the people 
who inhabit that place. A place with 
bad feng shui hurts those who possess 
it. Any place you care to name has 
chi: villages, mountains, beaches, 
houses, and even restaurants. But 


there are particular places in the world 
that have particularly powerful feng 
shui. People who control enough of 
these sites control history. Not only 
does money, fame and power flow to 
them, but they even get to influence 
the laws of reality. 

The card game, therefore, is a 
struggle to bring your own feng shui 




























other players. 

Shadow fist is a fast 
moving game with the 
accent on action. To 
succeed, you have to have 
the ability to get your 
characters out and raining 
flying windmill kicks, dis¬ 
integrator blasts, and sor- 
cerous hexes down upon 
your opponent's charac¬ 
ters. 

The setting is a wild 
mix of elements. Martial 
arts is first and foremost. 
Anyone who has kicked 
electronic butt at a video 
arcade or thrilled to the 
increasingly popular action 
movies from Hong Kong 
will feel right at home 
among the game’s young- 
fu heroes, cranky old mas¬ 
ters, and secretive ninjas. 
But the secret war for feng 
shui sites doesn't take 
place just in one era of 
history. It goes back to 
ancient China and ahead 
to a nightmarish future. 

So our fu heroes will be in 
the ring with modern-day 
assassins, ancient magi¬ 
cians, and bioengineered 
creatures of the night. 

Since the night that 
the ghost visited me, I have 
travelled back in time to 
the Han Dynasty, where I 
traded scissor kicks with a 
horde of hopping vam¬ 
pires. I have joined with 
mysterious shaolin monks 
in 1850s China to fight off a British 
regiment. And I have seen a future 
where ancient monsters have been 
turned into supersoldiers with the help 
of twisted science. However, I deny 
any knowledge of the incident in 
which we, I mean, somebody flew a 
burning helicopter straight into the 
Golden Gate Bridge. 


site cards into play, while sending your 
martial artists, gunmen and supernat¬ 
ural creatures out to capture or 
destroy the feng shui sites of your 
opponent or opponents. The more 
feng shui sites you have in play on 
your side of the table, the easier it is 
for you to pay the costs to bring out 
the other cards you need to hose the 



Shadowfist is currently scheduled 
for June release. Its manufacturer is 
Daedalus Games, producers of the 
popular roleplaying game Nexus: The 
Infinite City . Game design is by Robin 
D. Laws and Jose Garcia. Robin is an 
experienced designer in the collectible 
trading card game industry, responsi¬ 
ble for the Cut-Ups Project expansion 
for Atlas Games' On The Edge . He is 
also the author of many roleplaying 
game supplements, including work for 
Wizards of the Coast, FASA, Steve 
Jackson Games, MGI and many others. 
Jose Garcia is primary designer of the 
aforementioned Nexus . 

Graphic design and art direction for 
Shadowfist are being handled by Jesper 
Myrfors, who performed the same 
duties for the original Magic: The 
Gathering and expansions. Jesper is 
employing the talents of the top artists 
in the industry, and will be introducing 
us to many exciting new illustrators as 
well. Artists currently working on 
Shadowfist commissions include: 
Melissa Benson, Mark Tedin, Daniel 
Gelon, Susan Alexander, Anthony 
Waters, Susan Van Camp, Anson 
Maddocks, Brian Snoddy, Quinton 
Hoover, Heather Hudson, Dan Frazier, 
Kaja Foglio, L.A. Williams, Ne Ne 
Thomas, Mark Poole, Nichola Leonard, 
Rob Alexander, Richard Kane- 
Ferguson, Julie Baroh, and - of course 
- Jesper himself. 

The initial Shadowfist card set will 
consist of over 270 cards divided into 
common, uncommon and rare cards. 
You can start off your collection with 
60 card starter decks, and fill it out 
with 12 card Shadowpacks. 

The Limited Edition will be released 
in June; Unlimited Edition starters and 
shadowpacks are slated for August. 

For more information on Shadowfist , 
contact Daedalus Games at 
31 Burnhamill Place, Etobicoke, 
Ontario, Canada, M9C 3S3 
email: jgarcia@io.org 

































‘I grew up in a very artistic family, 
my mom painted and my dad drew 
a lot when he was younger. They 
encouraged me to draw and provid¬ 
ed many great books to inspire me. 

1 played D&D in the 80’s (like every 
kid) and I knew this world would 
influence me in years to come. I 
especially loved D.A. Trampier’s 
illustrations for the first Monster 
Manual. I still have copies of draw¬ 
ings I did from those, when I was in 
middle school. Then, in high school 
I discovered my most influential 
hero to this day, Brian Froud, artist 
of the fairies book, and designer and 
artist for 



Throughout Eternity, the lords of the nether 

DOMAINS HAVE FOUGHT AN ENDLESS BLOOD WAR. 

Leading infernal orders, they have battled back 

AND FORTH ACROSS REALITY'S LOWER PLANES, EACH 
SEEKING TO SEIZE SUFFICIENT TERRITORY TO BECOME 
SUPREME . And BEHIND THE SCENES, THEY HAVE 
PLOTTED AND SCHEMED, ENDEAVORING TO WIN 
THROUGH INTRIGUE WHAT THEY COULD NOT GAIN 
THROUGH COMBAT . NOW THE WAR HAS OVERFLOWED 
THE NETHER REALMS AND SPILLS ACROSS ALL THE 
PLANES OF EXISTENCE 

Tony DiTerlizzi not only loves fantasy, but he really 
loves art. Children’s book illustrations, Pre-Raphaelites 
and, of course, current fantasy artists. The readers, the 
consumers, are upper most in his mind as he creates. 
To him, they are important; they are the ones who pur¬ 
chase the books, the cards, the games; they are minds 
waiting for more Imaginative filling’. He is the one will¬ 
ing to try and fill it visually. 


not only 
the Dark Crystal, but for 
Labryinth, as well. That 
was how I envisioned 
fantasy in general. It 
wasn’t huge steroid-filled 
guys fighting unbeliev¬ 
ably huge monsters. 
There were silly goblins, 
mischievous brownies 
and beautiful fairy-folk. 
That was a fantasy world 
I would have no problem 
visiting time and time 
again’. 

He graduated from the 
Art Institute of Fort 
Lauderdale in 1992 and 
sent his submissions to 
TSR that Fall. Within a 
month or so he began 
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his first project, Dragon Mountain and has con¬ 
tinually worked freelance ever since. From TSR’s 
Monstrous Manual to White Wolf’s Werewolf 2nd 
edition, he has started to build a following with his 
dark and dirty drawing style. Last year, Planescape 
hit the market and DiTerlizzi finally found an outlet 
to inspire and excite the imagination of the reader, 
the way he had been when he was a kid. 




Ok m HT: 

‘My main influences (besides Froud) are children’s 
book illustrators from the 19th century, Arthur 
Rackham, E.FI. Shephard and Edmund Dulac. All of 
them used the dip pen and ink, along with washes 
of watercolor. This is basically how I do most of 
my work. Unlike the standard oil paintings used 
widely in fantasy, I go for more of an earthy look that is 

achieved with 
watercolors, col¬ 
ored pencils, pas¬ 
tels and a little air¬ 
brush. I work fast 
and furious. It 
gives the work a 
life, it animates it 
and makes it edgy 
- a look I really 
like. A look that 
really helped me 
get the job as main 
illustrator on 
Planescape ’. 

Ok ad via to 

uemm mm: 

‘You can’t actual¬ 
ly make a career 
out of being an 
artist, but it is a 


DiTERLIZZI 


great excuse for being excessively weird’...Oh, you 
know, he’s one of those artsy-types, keep your distance, 
he may try to get you to pose naked with blue body 
paint and a rubber-duckie’. Go to law school and make 
some real money representing some poor artist fighting 
to get his rights back’. 

Ok PLAmCAH: 

‘ Planescape was a dream come true for me, a chance to 
come in on the ground floor of a game and work along 
with the other artists and game designers, to build a 
(hopefully) successful product - I would like to think 
that, that is what we accomplished. In the early stages, 

I was given a lot of visual input from various other 
artists that the design team liked. Dana Knutson and 
Robh Ruppel (TSR staff artists) also had quite a few 
conceptual sketches that really helped me get an idea of 
what the design team was looking for. The one thing, 
surprisingly, that TSR really wanted to push for this 
product was the art. The illustrations were to be larger 
than previously done, there would be no borders ever 
used and we were to publish a lot of full color books. I 
thought this was a virtual fantasy playground with 





gothic, cathedral-like architec¬ 
ture that was rusty and old, 
but larger than life, it was 
fiends and angel-like beings, it 
was fantasy with the volume 
turned way up. My earthy, 
dirty looking style just hap¬ 
pened to fit right in with this. 
Rusty, worn people and mon¬ 
sters came pretty much natu¬ 
rally to me in my art so that 
was good. We received great 
feedback from the readers and 
players and it is always quite 
the compliment to hear that 
some people are buying for 
just the art, not something 
you usually hear from con¬ 
sumers of roleplaying’. 

On beautiful, mm clad 
mm: 

‘Hey, what can 1 tell you, it is 
fantasy, right? All I can say is, 
god bless that Fredrick’s of 
Hollywood catalog...no, I’m 
kidding, really. I would rather 
draw nuns’. 
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which, along with great writers, we could fill minds 
with some great, fresh, imaginative stuff’. 

On mny. my nmms: 

‘I would make them sillier if they would let me. Isn’t it 
a game? Aren’t you supposed to have fun? I think we 
will do one with his body on one card and his nose as a 
lethal weapon on another and if you have both, 
hey...double damage!’ 

On m AfJIUIC WL£ OF PLAnsmF: 

‘The Planescape world, in general, had been 
around for eons, so not only the land but the 
inhabitants had to look as if they had been 
around for awhile. They would not have the 
typical look associated with most medieval 
‘knights-in-armor-fighting dragons’ look. It 
was to be armor that was off-key a bit, 
humanoids that didn’t quite look normal, 


On fiLoovmo: 

Bloodwars, Bloodwars 

(smiles) - well, I didn’t 
know we were going 
to go in the card game 
direction when we 
started, but I suppose 
it seemed to be an 
obvious move, especially with 
Magic’s success. I love card 
games and trading cards. I 
have tons of stuff at the studio 
from Moebius cards to Magic. 

I was looking forward to giving 
it a try as I was curious to see 
how my stuff would translate 
onto those little 
spaces. I did 
about two dozen 
new cards for 
the line and I 
really tried to 
make them have 
a very graphic, 
symmetric feel to 
them. Almost 
like old playing 
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cards. Instead of the King of 
Diamonds, you have the 
Fiend of Fire, that kind of 
thing. I figured it would be 
something a little different 
than the very painterly type 
styles that are currently out 
there. Kind of what Quinton 
Hoover did for Magic. His 
cards really stick out from 
the others because of the 
more focused graphic-look 
that he emphasized when 
laying out the illustration’. 

Omm$ comow me at 

mm: 

Are his ears supposed to be 
crooked like that? Isn’t his 
nose awfully large? What is 
that in his pants there? Can 
I get Catlord’s phone num¬ 
ber? Will you please stop 
drawing women so hippy 
and please make them more 
busty. Yikes! Talk about 
double damage!’ 


On cut mis it ctmu: 

The card market is just blowing my mind. 

You’ve got everyone 
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selling them now 
from comic book 
(non-gaming) 
shops, to 7-1 l’s. I 
guess the question that is 
going through my mind and 
a lot of other people’s too, 
is...Is this just a 
fad? I mean, 
will card games 
die out in a year 
or so and fade 
away like the 
Rubik’s Cube? 

Or, do we have 
something last¬ 
ing that has 
become and will 
remain a main¬ 
stay in the gaming industry? 

I don’t know. I have heard of 
small shops paying their rent 
on card game sales alone. 
That’s unbelievable! I think, 
in general, that it’s great. 
Card game interest is giving 


fantasy a resurgence to the general public, which I think 
is long overdue. Because of this we are starting to see 
new-found talent in both game design and art and I 

think that that’s the key to success in keeping 
a product looking fresh and on the cutting 
edge’ 

On mm turners: 

‘I am finishing up (surprise) a new Planescape 
book: The Factol’s Manifesto, due out in the 
early Summer, I think. After this, I will be 
starting on White Wolf’s Changeling line. I 
was just up there about a month ago and it 
was way cool talking and working with their 
artist, Josh Timbrook. Changeling will be their 
first full-color book, so there should be some nice stuff 
in there and I am looking forward to working on it. I 
did some new cards for the Rage card game, so keep an 
eye peeled for those as well!’ 


Photo Credit: ©1994 Kim Pilla. 'EXCERPT taken from the Blood Wars 
Rule Book Pg. 3 ©1995 TSR, Inc.All Images Shown are either : 

© 1994/1995 TSR. Inc or © 1 994/1995 DiTerlizzi 
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Starting in March, the Armada line 
of Acclaim Comics will be releasing two 
miniseries based on the incredibly popu¬ 
lar Magic: The Gathering collectible trad¬ 
ing card game. What many players of the 
game are only beginning to realize is that 
the vast majority of cards used in play 
are based on characters and events set 
throughout the history of the fantasy 
world now known as Dominaria. 

Ice Age - A Magic: The Gathering 
Miniseries takes place thousands of 
years in Dominaria’s past, after a great 
magical war has disturbed the world’s 
ecological balance and brought vast 
sheets of ice and snow down upon civi¬ 
lization. Magic: The Gathering—The 
Shadow Mage is set in “current 
Dominaria”, the period of time in which 
both the original Gathering deck and the 
upcoming Homelands expansion deck 
take place. Armada has been given spe¬ 
cial permis¬ 
sion from 
Wizards of 
the Coast, 
creators of 
Magic: The 
Gathering, 
to develop 
certain 
areas of 
Dominaria 
especially 
for each 
miniseries. 


Here are but a few places of interest. 

The Great Glacier 
Kingdom 

Thousands of years ago, after the 
last of the Fallen Empires of the south 
succumbed to the cold, this kingdom of 
Northern Dominaria (pictured across 
these pages) had inured itself. As the 
years passed, an immense glacier had 
made its way from the pole and slowly 
encroached upon the kingdom. As it 
moved inexorably closer, tearing asunder 
the full northern quadrant of the city, 
legend has it that its citizens began tun¬ 
nelling into the glacier itself, burrowing 
into its frozen maw in order to survive. 
Lost in its entirety at the height of the Ice 
Age’s onset, remnants of the Glacier 
Kingdom’s culture, relics and magic have 
found their way into the events and con¬ 
flicts depicted in both the Ice Age expan¬ 
sion deck and the Armada Ice Age mini¬ 
series. 

Ephren 

Far to the west, in Northern 
Dominaria’s Homelands, lie the Lands of 
Ephren. First settled in the centuries after 
the Ice Age by the Sages of Minorad, 
Ephren’s stewardship had more recently 
fallen to the Lord and Lady Carthalion. 
Rumors of odd sightings and bizarre 
encounters near its mountains and over 
its plains began shortly after the birth of 
Jared Carthalion, and just before the 
death of his mother, her Ladyship. Of 
course, these chilling omens culminated 
with the Aster Fall and the Planeswalker 
Ravidel’s invasion and occupation of 
Ephren in the first issue of Magic: The 
Gathering—The Shadow Mage. 

Kjeldor 

Born of the descendants of four 
dozen toughened souls, the city of 
Kjeldor stands as tribute to the ancient 
champions who faced the worst the Ice 
Age had to offer. Located on the south¬ 
eastern tip of Dominaria’s Homelands, 


south of the Balduvian tundras (rife with 
nomadic tribes), and east of the Adakar 
Wastes (which are haunted by hideous 
monsters and ancient ruins), Kjeldor is 
home to a civilization of explorers intent 
on uncovering the mysteries of the Fallen 
Empires. Knights with the spirit of 
Vikings, the members of the noble Order 
of Kjeldor survey their world of search of 
knowledge. In light of the slowly climbing 
temperatures, Kjeldor thrives as a feudal 
society, but (as seen in the second issue 
of Ice Age), the city is not without its 
enemies. 

Arathoxia 

Two hundred miles south of the 
Lands of Ephren, and due southwest of 
the Forest of Krisylthas, the City-State of 
Anathoxia is one of Northern 
Dominaria’s gateways to the east. 

Located at the delta of the Tenamis River 
on the far west coast of the Homelands, 
Thoxia (as it is affectionately referred to 
by its citizens) is a hub of civilization, 
complete with open-air markets, tem¬ 
ples, and fortifications. The city’s spires 
overlook the House palaces which are 
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the seats of influence in all of western 
Dominaria. Deep within its teeming ghet¬ 
tos, Spells-quire Ezer and young Jared 
Carthalion (the Shadow Mage himself) 
struggle in exile and poverty. Presided 
over by a Grand Sultan, Arathoxia’s pop¬ 
ulace is made up of traders and mer¬ 
chants, thieves and princes, priests and 
wizards—all thriving in the shadows of 
Arathoxia’s towers. However, an ill wind 
(in the form of the Planeswalker Ravide) 
blows in Thoxia’s direction. 

The launch of comic books based on 
Magic: The Gathering is one of the biggest 
events to hit stores in some time. This 
month we asked Armada’s, Jeff Gomez 
and Marty Stever to discuss what’s in 
store for readers with this exciting new 
publishing project. Gomez is the editor 
and writer on the project. Stever is 
Acclaim Comics’ Vice-President of 
Marketing. 

Stever: To begin, I think we should let 
everyone know what’s going on with our 
company name. In March, Voyager 
Communications will disappear, being 


replaced by Acclaim Comics. Under 
Acclaim Comics, there will be three 
imprints - Valiant, Windjammer, and 
Armada. 

Gomez: That’s where I come in. I’m the 
editor of the Armada imprint. Armada 
was formed as a place for Acclaim 
Comics to publish comics based on 
other media properties-like films, TV 
shows, books, and games. Our first big 
project is comic books based on Magic: 
The Gathering . 

Stever: I’m excited about this project 
for several reasons. I’ve got lots of 
friends at Wizards of the Coast who 
I’m excited to be working with. I love 
the game and it’s very popular in our 
office. Besides the two of us, there are 
another half-dozen people who play reg¬ 
ularly at Acclaim Comics. 

Gomez: It really is a great game. The 
game design is elegant; the art on the 
cards is beautiful; the story told by the 
cards is fascinating and the collectible 
element of the cards is intriguing. It’s 
also very exciting for me as someone 
who comes from game publishing to 
have this opportunity to join comics and 
games in a very fun way. 

Stever: It is fun! I’ve been a game design¬ 
er (The Elfquest Board Game) and 
worked in game sales. I’ve been playing 
adventure games for sixteen years, but 
there simply is no game that joins so 
many great elements as Magic: The 
Gathering . 

Your gaming background adds a lot 
to the mix too, I think. Having written, 
edited and sold adventure games and 
published Gateways magazine, your his¬ 
tory insures that our comics will really 
breathe with the life and excitement of a 
good game. 

Gomez: Why thank you Mr. Stever. Since 
we’re forming a mutual admiration soci¬ 
ety, let me express my appreciation for 
coming up with the name Armada. I like 
the idea that we’re a comic imprint sail¬ 
ing forward with all guns blazing. 

Seriously, I do think we’ve got 


everything in these first two miniseries to 
make every reader happy. I’m told that 
the stories are pretty good, and the art is 
terrific. Both Val Mayerik and Rafael 
Kayanan have been doing outstanding 
work. The pages they’ve been turning in 
have blown me away! 

Stever: We set out with the goal to make 
the best fantasy comic books ever, enjoy¬ 
able by both long time readers and those 
who have never read comics. From 
what’s come across my desk so far, I 
think we have a shot to achieve this lofty 
goal. I heard that even Richard Garfield, 
the designer who invented Magic: The 
Gathering, liked the plots for the stories. 
Gomez: He did, in fact, call me to say he 
liked the plot to Shadow Mage. It was 
very flattering to hear from him. 

Stever: So what is the scoop on Shadow 
Mage? 

What’s it 

about 7 

Gomez: 
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game, Magic: The Gathering , you really 
are the Planewalker who’s casting all the 
spells, tapping the lands, etc. This first 
miniseries, Magic: The Gathering—the 
Shadow Mage, tells the story of the 
young boy, Jared. The art and covers are 
by Val Mayerik. If everything goes 
according to plan, his adventures will 
continue in a series of miniseries. 

Stever: And what about 
Ice Age? 

Gomez: Age A 

Magic The Gathering 

Miniseries is more 
episodic. Each issue 
tells one part of the 
story of what happened 
during Dominaria’s 
magic evoked Ice Age. 

This same story is 
alluded to in the Ice Age 
cards which come out 
from Wizards of the 
Coast in May. The cov¬ 
ers are by Charles Vess, 
pencils by Rafael Kayanan, and inks by 
Rodney Ramos. 

Stever: Ice Age is especially interesting in 
that the comic book will reveal some of 
the story and spells from the Magic: The 
Gathering expansion cards a full two 
months before their release. So these two 
miniseries get us through the first four 
months of a two-year deal. Are we ready 
to reveal what we have next up our 
sleeve? 




Gomez: Well we’re working on a 
few things, but I’m not ready to 
talk about them yet. 

Stever: Have you made room on 
the schedule for Supplicants of the 
Goblin King ? It’s packed with 
humor and adventure and is sure 
to be a best seller. 

Gomez: That’s the book you want 
to write, huh? I’ll have 
my people call your 
people. 

Armada’s first 
series, Magic: The 
Gathering —Shadow 
Mage, explodes this 
March in comic stores 
and hobby shops 
around the world. It is 
the first comic series 
spun from the fantastic 
universe of the phe¬ 
nomenally popular 
Magic. The Gathering 
collectible trading card 
game, and it boasts the incredible 
artistry of the renowned Val 
Mayerik. 


Mr. Mayerik is an artist known for his 
richly detailed penciling, inking and paint¬ 
ing skills. He began his career some twen¬ 
ty-two years ago when he made the 
acquaintance of long-time comics veteran 
Dan Atkins. Atkins gave Mayerik insights 
into storytelling in the comic book medi¬ 
um, and helped make the contacts at 
Marvel Comics which led to Mayerik’s ink¬ 
ing on titles such as Sub-Mariner and 
Conan the Barbarian. 

Mayerik, a black belt in Karate, took 
the sword & sorcery aspects of Conan and 
was soon also penciling the adventures of 
Brak the Barbarian and Thongor. He did 
numerous projects on Marvel’s monster 
books of the late 1970’s (in both black & 
white, and color) before moving to New 
York City in 1976 and joining Neal Adams 
at Continuity Comics. Along the way, he 
worked on two of his most interesting and 
memorable projects: the fully-painted Void 
Indigo with writer Steve Gerber, and The 
Young Master with Larry Hama. 

More recent work from Mr. Mayerik 
includes his work on Mike Baron’s Bruce 
Lee series, his well-received work on 
Marvel’s Punisher, painted covers for 
Valiant and a collaboration with Mike 
Baron: the remarkable 1994 Shadowman 
Yearbook. A tremendous talent and a fan of 
epic fantasy, he fortunately was available 


to illustrate Magic: The Gathering—The 
Shadow Mage. 

Asked about his influences, Mr. 
Mayerik cites Al Williamson, Neal Adams, 
and Frank Frazetta’s work in comics, but it 
is evident from his style that he is influ¬ 
enced by far more. His artistic reputation 
as a naturalist makes him uniquely quali¬ 
fied to portray the myriad landscapes, 
wildlife, and bizarre creatures that popu¬ 
late the pivotal Magic fantasy world of 
Dominaria. But his delicacy and love for 
expressive characterization will lend an 
additional dimension to the series. For The 
Shadow Mage, he is not only creating 
detailed, epic vistas in the mounted bat- 
tlemage riders, flying fortresses and fields 
of warriors engaged in battle, but also a 
powerful, sympathetic hero in the lonely 
teenage orphan, Jared Carthalion, the 
Shadow Mage himself. 

Although he is not a gamer himself, 
Mr. Mayerik hopes that Magic: The 
Gathering fans will appreciate the strong, 
fully realized work he’s bringing to the 
crucial Magic world of Dominaria. 

Deeming The Shadow Mage a high-water 
mark in his career, he also admits that the 
project is hard, physical labor. 

“I began my career doing epic fantasy 
and it’s the kind of work I’ve always want¬ 
ed to do,” said Mayerik. ‘‘There’s some¬ 
thing to be said for hanging in there!” 
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Ultimate Combat! is the culmination of 
a project I started working on nearly twenty 
I years ago and combines my 37 years of 
background in the martial arts and combative 
sports with the 32 years I’ve been playing 
wargames , RPC’s, and computer games. I 
started judo in 1958 (age 9) and started war 
gaming in 1962 (Avalon Hill’s Tactics II). 
These next few statements will sound quite 
immodest, but just to establish my creden¬ 
tials as to knowing a little about martial arts 
and combative sports, I was a two time 
National Collegiate Champion in judo, I’m 
the youngest of only 13 active International 
Judo Federation “A” referees in the United 
States, 1 was two-time National Collegiate 
Coach of the Year, and I served as the U. S. 
Olympic Judo Team Leader for the 1 992 
Barcelona Olympic Games. In addition, my 
wife was a three-time U. S. National 
■■■■ 


Taekwondo Champion, a Pan American Gold 
Medalist, and a two time bronze medalist in 
the World Taekwondo Championships. Yep, 
she’s better than I was. _ 

In the mid-seven¬ 
ties, when I was a 
graduate assistant 
to the judo pro¬ 
gram at San Jose 
State University 
(NCAA judo 
champions 29 out of 
the last 32 years) I tried to 
put together a tactical board game 
of judo fighting. That early judo game 
included a lot of the components which have 
been incorporated into Ultimate Combat!, 
such as strength and speed points, combina¬ 
tions, movement directions and techniques. 

It also included improving your basic foun¬ 
dations of fighting spirit, experience, condi¬ 
tioning and knowledge to make yourself a 
better fighter in subsequent games. 

Movement was plotted with counters on 
a map of a judo mat, and both technique 
modifiers and combat resolution were calcu¬ 
lated by consulting a series of tables and 
rolling dice...which should sound familiar to 
both board wargamers and RPG players. 

The problem was that although the game 
was very true to life the playability was 
low...too much time consulting charts and 
making calculations, and not enough time 
just having fun. So the game went into hiber¬ 
nation. 

In 1987, just prior to a three-week train¬ 
ing trip to Europe for the World Judo 
Championships in Germany, I dug out the 
old gaming system and added some “mysti¬ 
cal” and other enhancements that I hoped 
would spark some interest, and took it along 
on the plane to Europe. Although the play¬ 
ing system was still VERY cumbersome, four 
or five of the team members played the game 
a number of times on that trip and liked it so 
that we took it along to Seoul in 1988 for the 
Olympic judo competition and played it 
there. 

Unfortunately, the playing system still 
required almost a Ph.D. to work through one 
game, and a single fight took a couple of 
hours to complete, so the game went back 
into hibernation until the Summer of 1994 
when my eight year old daughter, Britt, and I 
discovered Magic: The Gathering. 

She and my five-year old son, Sean, are 
totally in love with unicorns, pegasi and 
other fantasy animals and we’d been playing 
a lot of beginner-level D&D games over the 
Summer. I was in a local hobby store buying 
miniatures to paint for their weekend games 


and heard someone mention a card game 
named MAGIC. The clerk in the store said, 
“Sure, your kids (5 & 8, remember?) can play 
Magic with no problems...” so I bought a 
couple of starter decks to give to the kids. 

After only a couple of games of Magic I 
began wondering whether this new 
concept of an open-ended 
card game system 

could somehow 
breathe 
new life 
into my 
long 
sleeping 
judo game. 
When I 

__ mentioned 

my idea to one of 

my long-time judo friends—who had made a 
few million bucks in a local computer com¬ 
pany that was named after a fruit—he said 
“but don’t waste your time with a judo 
game...try a total martial arts game...that’d 
be more fun.” 1 figured that if this guy who 
was a two-time National Collegiate 
Champion and a World Silver medalist in 
judo, thought a total martial arts game would 
be more fun than a judo-only game, just 
about everybody else would too, and 
“Fighting Judo” became Ultimate Combat! 

Over the next couple of months I 
dragged out the old board game and spent 
long hours on my Mac reworking the concept 
into a card game. My early ideas of increas¬ 
ing fighting spirit, experience, conditioning 
and knowledge to improve my fighter (as in 
an RPG) were inspired by Magic’s Land cards 
to evolve into foundation cards producing 
power points to allow the play of all other 

cards. 








































ciation for the realities of life—deadlines, film 
output, advertising art specifications, etc. He 
also has a great team of artists who, I 
believe, have created a wonderful array of 
cards for our game. He also happens to be a 
4th degree black belt in karate, so I didn’t 
have to spend a lot of time educating him 
about the realities of martial arts and com¬ 
bative sports. 

We had originally planned to use paint¬ 
ings for the primary illustrations on the 
cards, but we discovered that the top quality 
artists don’t generally have the kind of mar¬ 
tial arts background that would allow them 
to realistically depict the techniques and 
actions that we need. One of the advantages 
of having a strong background in the game 
subject—martial arts—is also a disadvantage 
of sorts. Since we were really insistent on 
having realistic cards that mirror the realistic 
feel of the playing system, we found our¬ 
selves getting very picky about whether 
things actually met our expectations and car¬ 
ried through on the details. 

For example, in “Snatch Talisman” we 
wanted to see the skin bunched up around 
the chain of the talisman as it’s being pulled 
off, and in “Bad Air” we wanted to see the 
blood rushing to the face of the person chok¬ 
ing. 

On the other hand, we made a decision 
early on not to go for blood and guts—we 
hope that the game and cards can be 
enjoyed by folks of all ages and we didn’t 
want to go for the “gory” look which might 
make the game inappropriate for younger 
people. 

Louis and his people—especially Kirk 
Nichols and Dave Boudreau, the special 


Combat resolution (subtracting the 
defense strength from the attack strength to 
cause damage) remained pretty much 
unchanged and new ideas for mystical talis¬ 
mans and psychic action cards seemed to 
blossom every time I thought about the 
game. In a single two-hour shopping trip 
with my wife and kids I came up with about 
sixteen new card ideas—the problem was 
trying to remember them all. 

When I felt the game was ready for play 
testing I only had about 100 cards (of the 
now over 250) and made them up on my 
good ol’ Mac. With the promise of some 
good, local micro-brewery beer, I enticed a 
couple of friends to agree to come over for an 
hour one Saturday afternoon. Three hours 
later, we had played five games and covered 
a ream of notepaper with play test com¬ 
ments, rules clarifications, and new card 
ideas. 

Playtesting continued at full speed with 
constant revisions of rules, card definitions, 
and a liberal mix of chips, salsa and that 
same good old beer. 

The first big test of the game system 
(outside of my circle of friends) was when, in 
the first week of October, I, as head coach of 
the U.S. judo Team, took a group of 18 ath¬ 
letes to Santiago, Chile, for the Pan American 
judo Championships. I took along my card 
stock, no art, copier-produced play test 
decks and found that the only problem with 
the game was that 1 had only brought six 
play test decks. Everyone on the team who 
saw the game, wanted to play it, everyone 
who played it wanted to play it again, and I 
had athletes knocking on my door at seven 
o’clock in the morning wanting to know if 


there were any decks available for them to 
play with. 

I began to think that maybe I had finally 
made the old game playable. 

One morning while hanging around the 
tournament waiting room for the actual com¬ 
petitors’ weigh-in to get underway, the other 
U. S. Coach, Ed Liddie, from the Olympic 
Training Center in Colorado Springs and I, 
dug out a couple of the play test decks—no 
art, remember...just numbers and letters on 
grey card stock—and started a game. 

Within about ten minutes we had six or 
seven athletes and coaches gathered around 
us trying to learn the game. People from 
Brazil, Puerto Rico, Guatemala, and Chile 
were picking up the game concept and soon 
even offering advice on how Ed should play 
to beat me. After about 20 minutes, when 
Ed had to run off to deal with a minor prob¬ 
lem, one of the Brazilians sat in for Ed and 
played his hand. 

When we finished, Sergio, the Brazilian 
who’d sat in for Ed, asked me if I could make 
him up ten more copies 
of the game and send 
them to him in Brazil so 
he could play with some 
of his friends. The 
Puerto Rican coach, 
Oscar, laughed, “the 
heck with that,” he said, 
“make me up a hundred 
decks, and I’ll sell them 
to my friends...” 

On the way back 
to California Ed and I 
played about eight hours of Ultimate 
Combat! and I resolved to try and do some¬ 
thing about marketing the game. 

The next week I met with a multimillion¬ 
aire who also also happened to be a major 
Magic enthusiast—ten to fifteen thousand 
cards, including at least one of each card 
ever printed—and we played my game. To 
my delight, he said he liked it, and recom¬ 
mended that I get off my butt and do some¬ 
thing about it. 

That was about six months ago, and the 
time has literally flown by. One of the great¬ 
est things to happen to Ultimate Combat! 
was when I mentioned the idea to joel 
Billings, founder and President of Strategic 
Simulations Inc., one of the industry leaders 
in computer war and fantasy gaming. I 
asked joel if he knew any really good artists, 
and he introduced me to Louis Saekow, who I 
have since discovered has built one of the 
leading graphic arts studios in Silicon Valley. 

Louis is truly brilliant. He combines 
superb artistic creativity with a great appre¬ 
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I effects and design team leaders—were 
largely responsible for transforming our 
| visions into reality. 

When we first got things rolling we had 
hoped to have Ultimate Combat! available 
| to the public in mid-February. As things 
progressed, however, we were forced to 
make a number of choices between getting 
| to market quickly and having the best qual- 
| ity product that could be produced. We 
made the choice for quality rather than 
| speed at every juncture. Which led to our 
| choice of Upper Deck as the manufacturer 
I of our cards. As anyone who’s ever tried to 
| put together any huge project like this one, 

! knows, these last two areas—appearance 
| and production quality—are critical factors, 
and these comments wouldn’t be complete 
without a mention of them. 

Now let me make a few suggestions on 
playing strategy. 

Ultimate Combat! was designed to 
play in as realistic a manner as possible. 

I Which means that the most devastating 
attack will be one that puts everything 
together. Sure, you can “nickel and dime’’ 
your opponent to death...maybe. But I have 
played many games where my opponent 
! took that short-sighted approach and got 
me down to only two or three—even one!— 

| hit point, only to have me come back with a 
| coordinated 28 point attack to score the 
knockout. 

If you can put together an attack which 
moves in its optimum direction, add a vari- 
I able (X) advantage card, and then manage 
to string a couple of attacks together in one 
activity phase...your chances of winning are 
quite good. 


I also think it’s best to get a lot of tech¬ 
niques on the board and then be able to 
attack again and again, turn after turn, so 
that your opponent is forced to use all of 
the techniques on his board for defense and 
doesn’t have a chance to get back on the 
offensive. Of course, in the later stages of a 
game, you have to be careful about spend¬ 
ing ALL your foundation cards on the 
offense. If you do, and your opponent 
“Sidesteps’’ your attack, or even manages to 
survive it, you could find yourself complete¬ 
ly drained and defenseless. (That happened 
to me on the airplane coming back from the 
Pan Am Championships in Chile that I men¬ 
tioned earlier. I had put EVERYTHING I had 
into a 23 point attack against Ed Liddie. 
Unfortunately for me, my attack couldn’t 
quite put him out...he had one hit point left. 
Then he recovered all his power and 
launched a major attack that left me about 
10 hit points to the negative—a clean 
knockout!) 

So although it doesn’t hurt to use 
everything you’ve got every turn in the early 
and even middle parts of the game, be 
very careful in the end game. 

Another choice you’ll have to make 
while playing (as 


opposed to when design¬ 
ing a deck, which I’ll address in a moment) 
is between building a stronger foundation 
and mounting an attack. I’d 
suggest that the former is 
probably the better strat¬ 
egy. And if you aren’t 
drawing foundation cards 
in the early and mid 
game...you better bite 
the bullet and discard 
some of those hot tech¬ 
nique and action cards 
in your hand to take a 
replacement draw. If 
you get too far behind 
in the race to build a 
foundation... you’ll 
have a hard time stay¬ 
ing in the game. 

Another big part 
of martial arts and 
combative sports 
competition is in the 
preparation—which 
in Ultimate Combat! 
translates to “deck 
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design.’’ Many of the same principles which 
apply to Magicapply here, including how 
many different foundations you choose to 
include in your deck. Once you’ve played a 
few games, you’ll 
probably have 
figured out that a 
deck of all one 
foundation type 
will let you get 
your techniques 
and other cards 
into play more 
quickly than if 
you have a mix 
of foundations. 

On the other hand, the right environment 
card can really disrupt your ability to do 
anything if you only have one kind of foun¬ 
dation, and one of the (I call 'em) “trash 
foundation” cards—regression, for exam¬ 
ple—can almost force you to “throw in the 
towel” if you don’t have more than one kind 
of foundation card. 

But if you’re strong enough to get the 
knockout quickly, maybe your opponent 
won’t have time to get one of those into 
play... 

Well, folks, I’m running out of time and 
space, so let me conclude with a couple of 
short comments. 

We’ve tried to make Ultimate Combat! 
as open-ended as possible, with an almost 
infinite number of potential deck design 
strategies and playing styles. I’ve been 
totally immersed in the game system for 
going on a year now, and I still see new 
strategies all the time. 

We hope to have our first expansion set 
“The Mystical Fighting Arts of China ” avail¬ 
able this summer, and ] 
welcome any 
ideas and sug¬ 
gestions that 
you might have. 
For our logistical 
sanity and to 
allow us to give 
proper attention 
to you, please 
send us your sug¬ 
gestions either by 
fax (408) 723- 
0706, by email 
(davelong on AOL 
or 

daveIong@aol.com 
on the internet), or 
through the U.S. 

Mail (1665 Willow 
Street, San Jose, CA 
95125). 








SpellBound 

books and games 

905 N. 16th Street 
Lincoln, NE 68508 
(402) 476-8602 


HOBBYCRAFT 


Tired of not 
being able to find the 
cards you need? 

FEAR NO MORE! 

The Magic Man will 
supply your needs... 

Call H0BBYCR4FT Now! 


HOBBYCRAFT, INC. 

800 E. DIMOND BLVD, 

SUITE #136 

ANCHORAGE. ALASKA 99515 
(907) 349-5815 Fax (907) 349-3812 j 



Tap and call 800-7MAGIC1 or 
(619)726-9406 to save up to 
30% on your current gaming 
needs. Krigel found that even 
though he had purchased a 
great deal at "The Den" his 
purse was still laden with gold. 

Illustration by John dollar_ 0T 
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Mow many places have you called for singles today? 

Any luck? Didn't think so. 

we wve evezyrwNt. 

Need we say more? 

We 131 'Y/SflIJL Singles, Packs, Boxes. Sets, and Collections! 




(908) 486-1777 

115 N.ToodAve Linden N) 0/036 FAX: (908)486-1651 



Fallen Empires Boxes 
$55.00 + Shipping & Handling 

We Accept Checks, Credit Cards & Even Send It C.O.D. 

CALL NOW! 


19 W. 80th Place 
Georgetown Plaza 
Merrillville, IN 46410 


PHONE: (219) 756 - XMEN 
FAX: (219) 942- 4953 


£)V^l0ic: the Gathering Fallen Empires 

$44.00/Box post-paid 
check or m.o. payable to Ken Wolak 
c/o Wolfliead Studios 
1865 Bernice Road Suite-1 
Lansing, IL 60438 
(708) 895-9691 


REVISED • RE-REVISED • ICE AGE 
Boosters - $77 Per Box (Includes Shipping!) 
Starters - $71 Per Box (Includes Shipping!) 
Save 20% off M:TG Products and any 
other game at: 

SHANANDOE ENTERPRISES 
2550 Broadway • Boise, Idaho 83706 
1-800-975-1119 • FAX (208) 345-9566 
For Single Cards Call (208) 342-7483 

*We do not carry out of print boosters or boxes 


LOWEST PRICES: Guaranteed!! 
MAGIC, STAR TR&K, coWCR/o, 
RAGE, &LOOD toARS, 
ILLVWfiJfm, DOOMT&OOPE&, 
A/oD MfiAjy moke!! 

Call or write for our latest price list!!! 


MAIL TO: J.A.J. Inc. P.O. Box 365 Fruitport, Ml 49415 
CALL TO: (517) 323-3299 24 HRS 
Satisfaction Guaranteed 











































For those of you who weren’t 
tuned to this station in issue #4, 
SimCity-TCG is a collectible card 
game based on the popular com¬ 
puter game, SimCity, in which 
players work together (most of 
the time) to build a city from a 
settlement to a metropolis and 
earned lots-o-bucks. The game 
is divided into four phases (set¬ 
tlement, town, city and 
metropolis), with different cards 
playable in each phase. Every 
card in the game has a value stat¬ 
ed on the card. Players can also 
get bonuses based on where it is 
placed and on other cards that 
are already laid down. 

Now that we know a few 
basics about SimCity-The Card 
Game, how about discussing 
some of the ideas behind the 
game... 

Zones seem to be an important 
part of the game. What types of 
zones are there? 

I think the first thing to mention is 
that every card has a zone. It is 
generally reflected by the color of 
the title box. There are seven 


zones. These zones are 
Residential, Industrial, 
Commercial, Agricultural, 
Government, City Services and 
Special. For the most part they 
are self-explanatory. The only 
ambiguous zone is the special 
zone. Cards that are zoned spe¬ 
cial are generally cards which do 
not fall easily into any other 
zone or are unique to a location, 
such as Big Ben, the Eiffel Tower 
or the Washington Monument. 
The rules mention Zoning 
bonuses, Complexes and a City 
Council. What are these and 
how did they develop? 

Zoning bonuses are bonuses 
that come from laying cards of 
the same zone adjacent to each 
other. This idea was one that 
was developed as a sort of group 
effort. During one of our playtest 
sessions, we all sat down and 
tried to think of how a city devel¬ 
oped and the different parts that 
made it up. The idea of 
residential 


al value on the card. It all 
depends on how large the zone 
group will be that you build. 

So that is a strong incentive for 
grouping cards together. 

It depends on the types of play¬ 
ers in your group. Most players 
in your group will want to work 
together to build these large 
groups, since the zoning bonus 
benefits every player, rather than 
just one person. So if you have 
a co-operative group, then 
everyone scores big bucks, but if 
you have an aggressive player, 
then he/she might find the one 
city block that, if taken out, 
would break up a large group 
and he/she will rezone that 
block. 

What about the Complex bonus? 
How does this differ from a 
Zoning bonus? 

A complex bonus works similarly 
to a zoning bonus in that your 
bonus increases based on the 
number of cards you have adja¬ 
cent to one another. It is different 
in that the bonus certain cards 

receive is based not on 
their zone, 


neighborhoods 
and industrial parks was 
tossed around for awhile. We 
tried to think of a way to fit them 
into the game that would enhance 
the playability and be in line with 
the way cities grow. It made 
sense to everyone that cards 
would be worth more if they were 
placed with cards of the same 
Zone. For instance, if you lay 
down one Lake card, it would be 
like having a small pond in your 
town. But if you have two, then 
you might have a small lake and 
several might give you the coast 
of an ocean. Obviously an ocean 
is more beneficial to a city than a 
pond. So we worked to reflect 
that in the game. This way, if you 
lay a fourth residential in a group 
of residential cards, you would 
get the value of the card you laid 
down, plus a zoning bonus of 
three for the three previously laid 
residentials. It might not sound 
like much to start out with, but it 
isn’t uncommon to see a neigh¬ 
borhood contain twenty or so 
houses. That can add up quite 
substantially. 

So these bonuses are pretty 
important? 

They figure significantly into the 
game since a bonus can be worth 
as much as 5 or 6 times the actu¬ 


bu 

on what specific 
type of location the card rep¬ 
resents. For instance, a university 
Complex is made up of quite a 
few zones. 

The fraternity and sorority 
houses might be Residentials, the 
library and classrooms might be 
City Services and the bookstore 


The mayor also breaks all ties. 

The second way is by drawing a 
city council member card from 
the deck and playing it in the 
third or fourth phase. If you don’t 
draw a city council card, you 
don’t have a vote on the city 
council. 

Then wouldn’t it be possible for 
one player to draw all the city 
council cards and control all the 
votes? 

It is possible (technically) that 
one person would probably have 
lots of fun rezoning everything. 

But during the many playtest ses¬ 
sions we have had, that has never 
happened. What is more likely is 
that a couple of people will end 
up with 3 or 4 council members, 
with the rest evenly divided 
among the remaining players. 
However, it all depends on how 
many council member cards are 
in the deck. That is something 
which the person who builds the 
deck controls. 

Why would I want to have a vote 


might be a Commercial. But since on cit Y council anyway? 


they are all part of a Complex, 
they can get a bonus despite 
being from different zones. Once 
again, we try to have our bonuses 
reflect the way that cities grow 
and develop. 

The rules also mention the city 
council quite a bit. What is the 
city council? What part does it 
play in the game? 

Well, to start with we should 
probably mention that players 
make up the city council. We 
should also mention that they do 
not automatically get on the city 
council. There are only two ways 
a player gets to be on the city 
council: The first way is by being 
the first player to lay down a 
power plant at the end of the 
second phase. The player who 
does this becomes the mayor and 
gets a vote on the city council. 


After all, I have to pay ‘bucks’ to 
play the council member card 
and you can’t even use them 
until the third and fourth phases. 
City council members have the 
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power to approve or disapprove 
of rezoning requests. Depending 
on a number of variables, this 
could have a major effect on your 
game. 

What are some of those vari¬ 
ables? 

Two which are closely related are: 
the size of your playing space, 
and the number of people who 
are playing. If you are playing on 
a small table, such as a card 
table, and you have five players, 
then you could conceivably run 
out of room by the middle of the 
third phase. After that, everyone 
will have to either upgrade or 
rezone in order to place cards. 

As a quick reminder, what is the 
difference between upgrading 
and rezoning? 

You can upgrade a card by simply 
placing another card from the 
same zoning group, which has 
either a higher value or gives the 
block more services, (roads, rail¬ 
ways or power) over an already 
existing card. This can take place 
during any of the four phases. 

The only cards that cannot be 
upgraded are the special long 
cards. These cards must always 
be rezoned. 

Rezoning takes place when 
any card, other than one that 
would upgrade that city block, is 
placed over the existing card. 

This could include cards with 
lower values or fewer services, or 
cards from different zoning 
groups. 

Why would anyone want to 
rezone a city block? 

There are many reasons to 
rezone. One of the main reasons 
is to get big ‘bucks’. There always 
seem to be those three or four 
perfect spots in the city where all 
of the bonus-giving cards are 
within the right number of city 
blocks and you can connect to 
groups to get this mega-group 
bonus, etc. But, the problem is 


that someone already saw that 
spot and their card was laid down 
the turn before yours. So you ask 
for a rezoning vote. 

You can also rezone if you 
are running short of playing space 
or if the only spaces left open 
have negative bonuses attached to 
the cards around them. You can 
also rezone to get rid of cards 
that have the negative bonuses. 
What sort of cards would have 
negative bonuses? 

Well, one example of such a card 
would be a city dump. The city 
dump might have negative bonus¬ 
es for residentials while not 
affecting industry zones at all. If 
you have a hand full of residen¬ 
tials and hardly any industries, 
then you might consider rezoning 
the city dump in order to start a 
residential complex. 

You might also rezone cards 
that give too many bonuses to the 
person who laid them. 

Such as...? 

There is a special group of cards 
which give the 
player who plays 
them a special 
type of bonus. 

One such card is 
the Road 

Construction Firm. 

Once this card is 
laid, every player 
who places a card 
that has a road on 
it must pay the 
player who laid the 
Road Construction 
Firm card. It is a 
very nice card for 
the person who 
laid it, but not 
quite so popular 
with everyone else. 

However, the success of rezoning 
often relies on your popularity 
with the city council and the 
major. After all, you can’t have a 
city without having city politics. 
Okay, now that we have dealt 
with some rule concepts, how 
about some information on the 
print run? Darwin, you have 
been a game collector for over 
25 years now... When you began 
setting up the distribution for 
the cards, what were some of 
your concerns as a game 
designer and collector? 

There were two main issues to 
deal with: The first was playabili¬ 
ty. We have seen some of the 
collectible card games (including 
a few of the newly released 
games) unbalance the game by 
making a deck either virtually 
impossible to win with or very 


boring to play with, if it didn’t 
contain a large number of rare 
cards. We wanted to stay away 
from that as much as possible. I 
am not willing to sacrifice a good 
game in order to sell more rare 
cards. So, when we designed 
SimCity The Card Game, we made 
it possible to play interesting 
games just using decks of com¬ 
mons and uncommons. In fact, 
every deck no matter how power¬ 
ful will need to be composed of 
25 to 30% uncommon cards. We 
also modified the composition of 
our booster packs and starter 
decks to make them more user- 
friendly than any other game cur¬ 
rently on the market. 

What do you mean by ‘more 
user friendly’? 

Our starter pack is going to con¬ 
tain 5 rares, 19 uncommons and 
36 common cards. The typical 
starter pack contains only 2 rares, 
11 uncommons and 45 commons. 
This gives our starter packs dou¬ 
ble the number of rares compared 
to a typical 
starter pack. 
So, for 
instance, if 
you wanted 
to collect the 
short cards 
(and part of 
the fun of 
being a col¬ 
lector is 
deciding 
what you 
want to col¬ 
lect), then 
you could 
buy two 
counter dis¬ 
play units of 
starter boxes 
(12) and one additional booster 
and you would have 124 rares. 
Besides playability, what were 
some of your other concerns? 
One of the other major issues was 
the collectibility of the game. 1 
love being a collector and part of 
what I enjoy most is the hunting 
down of the more unusual or 
harder to find items. With 
SimCity-The Card Game, I wanted 
to give collectors a choice, so we 
composed a game made up of 517 
cards. Of the 517 cards, 363 of 
them are the standard poker-size 
card. In the first three phases of 
the game, those are the only 
cards that can be used. As I 
explained earlier, these cards 
should be fairly easy to collect. 
However, we also have 154 long 
cards. These cards contain places 
that wouldn’t fit onto a normal 


size card, such as a mall or the 
pyramids or images that were just 
so cool they had to go onto a long | 
card. These will only be found in 
the booster packs. Our booster 
packs will contain I ultra-rare 
card, 1 rare card, 5 uncommon 
cards and 8 common cards, as 
opposed to 1 rare card, 3 uncom¬ 
mon cards and 11 common cards 
in the typical booster. It should 
not come as a surprise, to any 
collector who is trying to collect 
all of the long cards and all of the 
standard size cards, that I recom¬ 
mend buying four boosters over 
buying a starter pack. 

I also understand that your 
press sheets have some differ¬ 
ences that will affect the distrib¬ 
ution of the cards. 

We set up our press sheets to 
contain no duplicate cards. This 
means that in the unlimited print 
run, a booster pack or a starter 
box should not contain duplicate 
cards. They will still be randomly 
packed, but the player is not 
going to end up with a boostec 
with 3 of the same common card. 
This makes it easier to get all of 
the different cards and hopefully 
we won’t run into some of the 
same collating problems which 
other collectible card games have 
had. This also means that it will 
not do the collectors any good to 
go looking for variations in the 
text or layout of individual cards. 
Because there are no duplicates 
on the press sheet, each card 
technically should look the same. 

One last thing about the print 
run, how big is it going to be? 

I think it would be safe to say that j 
it is going to be at least 20 mil¬ 
lion. Other than that, we are not 
saying. However, I will say that 
we are not going to do a Beta run. 
After the Limited Edition we are 
going straight to the Unlimited 
print run. 
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Treasure Cards 
The abilities of 
treasure cards are 


compiled from an original FAQ 
written by Michael Fitzgerald (cre¬ 
ator of Wyvern™) and is updated 
with info that is compiled by 
I Wyvern™ Net-Reps and 
playtesters as questions arise. The 
I answers in this FAQ are “official” 

| answers. This FAQshould be your 
first point of reference for 
Wyvern™ if you have a rules ques¬ 
tion that is not covered in the 
rules booklet. Any questions or 
| comments regarding this FAQ may 
be sent to: todd@umatrix.usa.com 
or you may also look for Wyvern™ 

! Net-Reps on your favorite on-line 
service - see the Wyvern™ ques¬ 
tions section below. 

Overview of Wyvern 
Wyvern™ is a fantasy, col¬ 
lectible, trading card game. It is a 
fast-paced game designed for two 
players based on the mythological 
world of Dragons, Dragon Slayers, and Treasure. 
You will find that the cards are real works of art 
that you want to collect. They also make a great 
I card game. Many players keep some cards in 
binders for their collections and play with the 
rest. The starter deck contains a random assort¬ 
ment of 60 cards (45 commons, 13 uncommons 
and 2 rares) while the booster packs contain 15 
cards (11 commons, 3 uncommons and 1 rare). 
The current Wyvern™ universe contains 136 dif¬ 
ferent cards with many more to come. Cards are 
either common, uncommon, rare or ultra-rare. 
General Rules Clarifications: 

Terrain Cards 

When a terrain card applies to the dragon 
| that attacked it, the terrain owner always 
replaces the terrain card with the top card from 
his/her dragon lair and gets the gold (if any) on 
I the terrain card. The gold comes from the Gold 
Mine. 

When a terrain card does not apply to the 
I dragon attacking it, the terrain card is always 
discarded without being 
replaced and no gold is 
given to the terrain card’s 
owner. When a scout attacks 
a terrain card - THE TER¬ 
RAIN CARD IS DESTROYED 
NO MATTER WHAT THE 
CARD SAYS. Terrain that 
does not specify which drag¬ 
ons it does or does not affect 
applies to any kind of drag¬ 
ons with the exception of 
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used as actions 
during your action 
phases. Your 
opponent has a 
chance to play 
action cards after 
you have used a 
treasure ability. 
Treasure abilities 
that pertain to 
battles are used as 
battle actions. 
Unless it is other¬ 
wise stated on the 
card, it can be 
used more than 
once a turn. For 
example, the 
/ Magic Shield can 
5J be used as many 
$ times as you want 
during the same 
battle as a battle 
action. 

Actions and Battle Actions 

In Wyvern™ no actions or battle actions are 
permanent unless the card specifically says so. 
You can assume that they only last to the end of 
the turn or battle unless the card says some¬ 
thing like “until the end of the game”. For exam¬ 
ple, the Magic Shield and Silver Chalice strength 
increases are not permanent. 

Helping Dragons 

There are certain cards in Wyvern™ that 
allow other Dragons to help out in a battle. In 
this case, if the helper is helping an attacking 
dragon, the helper is considered to be attacking 
as well. Likewise, if the helper is helping a 
defending dragon, it is considered to be defend¬ 
ing. This is important because several dragons 
have different abilities depending on whether 
they are attacking or defending. 

Text In Italics 

Any time you see words in italics on a 
card, it is not game information. It is mythologi¬ 
cal background and has nothing to do with the 
game. For example, Card No. 6 Tarrasque says 
“Tarrasque can only be killed by holy water.” 
This has nothing to do with the game, it is from 
mythological lore. 

Wyvern Questions 

Direct your Wyvern™ questions, comments 
and such to: U.S. Games Systems, Inc. 179 
Ludlow Street, Stamford, CT 06902 USA 
On-Line: Mike Fitzgerald 
michaelfitz@delphi.com 
Internet: todd@umatrix.usa.com 


CIS: Todd Price / 75777,57 
Prodigy: Frank Hodits / 
CNMY50A 

Genie: Robert Morss / 

R.Morss2 
AOL: theicemageT 
here are also sections on most 
of the on-line services where 
you can ask questions of other 
players, talk about game strat¬ 
egy and trade cards. If you are 
on-line with any of these ser¬ 
vices check out the respective 
areas: 

CompuServe (CIS) | 

GO RPGAMES / section 13 
Fantasy card games 
Prodigy 

GAMESBB / Magic The 
Gathering /Wyvern Internet 
FTP site marvin.macc.wisc.edu 
pub/other.card.games/wyvern directory 
Wyvern™ 

Card Clarifications 

The following list is an alphabetical listing 
of cards and frequently asked questions pertain¬ 
ing to that card. 

Armor 

This card cancels the play of any “Battle Action” 
card THAT HAS THE WORDS “STRENGTH 
MODIFIER” on it. It will not cancel the action of 
a card like Poison Breathing which says “LOSES 
1 STRENGTH.” 

Avalanche 

Be sure to mark the dragons that have 
already been paid for. You do not have to pay 
again when they are turned face up. 

Basilisk 

Because the Basilisk card says “NO 
ACTION CARDS ARE PLAYED IN A BATTLE 
WITH BASILISK” you cannot play a “HELP” card 
to bring the Basilisk into a battle. However, you 
could use the treasure “MAGIC POTION” to 
bring the Basilisk to the aid of another dragon in 
that row. When this happens, the Basilisk and 
the opponents dragon die instantly. If the oppo¬ 
nent has more than one dragon in the battle the 
owner of the Basilisk decides which one is 
killed. You then determine the winner of the bat¬ 
tle normally. When Basilisk is in a battle with 
only one opposing dragon there is no winner 
since both dragons die simultaneously. 

Battle Chaos 

This card has caused some confusion. 
Assume the card reads: ’’EACH PLAYER MAY 
BRING AS MANY DRAGONS AS HE/SHE WANTS 
INTO THE BATTLE FROM ANYWHERE IN 
HIS/HER BATTLEFIELD.” Remember, you must 
pay for any dragon you bring into the battle 
who is being turned face up for the first time. 

Beowulf 

BEOWULF kills any dragon whose current 
strength is 0 or less. This does include all modi¬ 
fiers from terrain, action cards and treasures. 
However, read the treasure cards carefully to 
make sure they apply as many treasures only 
apply to battle and a Dragon Slayer Action is 
not a battle. 

Cave 

If the dragon attacks this card it forces the 
dragon it is on to attack a face down card if he 
legally can do so. If he cannot, he must look for 
a face up card he can attack but will attack with 
a -1 modifier to his current strength. 

Crevice 

A dragon caught in the crevice may not 
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play any “BATTLE ACTION” 
cards for as long as he is in 
the crevice. He may still 
attack and defend normally. 
Earthquake 
Players choose 
which card they discard. It 
is not random. 

Flood 

You can play the 
flood after DWARVEN 
ARMIES have been played 
and it cancels their play. This is an action card 
that does not allow the play of any DWARVEN 
| ARMIES in the current battle. See “TIMING 
NOTES” in the rules. 

Forest Fire 

If the FOREST FIRE kills a dragon, replace 
| the FOREST FIRE with the top card from your 
Dragon Lair draw pile and then hand the FOR¬ 
EST FIRE to your opponent. Your opponent may 
I then use the FOREST FIRE to destroy any card in 
play. This does not happen if the FOREST FIRE 
is destroyed by a scout. 

Frostbreathing : See flood. 

Frozen Lake 

’’KILLS DRAGONS OF 4 OR MORE STRENGTH.” 
This refers to the current strength of the 
I dragon at the moment it discovers the terrain. 
This does include all modifiers from other ter¬ 
rains, treasures and action cards that might be 
in play for the turn. 

Golden Apples 

This treasure protects a dragon from the 
“Killer” terrains but all other terrains which do 
not “kill” the dragon will still have effect on the 
I dragon. 

Heatwave 

This applies only to dragons that are face 
up when the card is played. Dragons that turn 
face up later and then turn to battle are not 
affected by the HEATWAVE. 

Hero 

Since HERO is a normal action and not a 
battle action it must be played before your battle 
I phase. It is still your choice whether to attack 
I twice or whether to attack at all if your oppo¬ 
nent plays actions that change your mind. If a 
j dragon with HERO on it dies during the first bat¬ 
tle, it does not get a second battle. 

Magic Shield 

This is a “Battle Action” since it says 
“WHEN DEFENDING.” You may use the MAGIC 
SHIELD as many times as you want during a 
battle. For example, you may spend 5 gold to 
I give your defending dragon a + 5 strength modi- 
| fier for the combat. 

Magic Wand 

You may only use the MAGIC WAND once 
| per turn. Whatever you make a dragon 
(flying/non-flying) it will stay that way until the 
I end of the turn. Remember, in Wyvern™ all 
actions take place before the next action. So, 

I you cannot use the MAGIC WAND to “save” a 
dragon from a card, for 
example, if someone plays a 
HAILSTORM (-2 strength to 
flyers) you cannot use the 
wand to make your flying 
dragon a non-flyer and pre¬ 
vent the strength modifier. 

The HAILSTORM is resolved 
before the MAGIC WAND 
would take effect. 

Magical Healing 
This card CANNOT bring a 


dragon back from the discard pile. It only 
removes negative strength modifiers, like terrain 
cards, from a dragon. It can also negate the 
effects of cards like HEATWAVE and SEAWEED. 

Medeas Spell 

This card changes the dragon’s “base” 
strength on the card to zero for the rest of the 
battle. However, terrain, treasures and battle 
action cards may still increase or decrease the 
dragon’s strength. A SHAPESHIFTER would be 
zero and so would dragons like AjATAR no mat¬ 
ter what their abilities say. 

Phrygian 

Only one dragon can help PHRYGIAN in a 
battle.Pit—See FROZEN LAKE. 

Poison Breathing 

In the event that there is more than one 
dragon on the “winning” side, the loser of the 
battle gets to decide which of the winning drag¬ 
ons gets the POISON BREATHING. 

Poison Chalice 

You can still play Battle Action Cards after 
the POISON CHALICE is played. It is possible for 
you to add strength to your opponents dragon 
so you are the lowest and still win the battle. 
Battle Action Cards are played until neither side 
wants to play anymore. 

Possession Spell 

You add the “Base Strength” number of any 
face up dragon to the battle. Once you have 
done this that dragon cannot be added to the 
battle since you have possessed its strength. 

Power Switch 

This card switches the two dragons “Base 
Strength”. That means the numbers after the 
word “STRENGTH” on the card. Terrain, Action 
and Treasure Card effects are ignored, so are 
extra abilities of the dragon. For example, say 
you have a zero Scout being attacked by AJATAR 
who is coming from face down. At the moment 
you are behind 8 to 0, however, if you play 
POWER SWITCH, you are now ahead 4 to 0 
because AJATAR’s Base Strength is 4, the 8 is a 
special ability not the Base. 

Quicksand 

As soon as the dragon discovers the 
QUICKSAND he looses 1 strength. From then on 
during each of the dragon owner’s draw phases 
a -1 strength counter is put on the dragon who 
is in the QUICKSAND. This continues until the 
base strength has been modified to zero. 

Secret Treasure 

This card is used as a regular Action not a 
Battle Action. For example, you may not use it 
during a battle to put more cards into your 
hand. You would have had to use it during your 
Action Phase prior to battle, or in the Action 
Phase immediately following the battle. 

Shapeshifter 

The SHAPESHIFTER takes on the “Base 
Strength” of the dragon it is in battle with. If the 
SHAPESHIFTER is brought into a battle with 
more than one opposing dragon the 
SHAPESHIFTER decides which dragon to 
become. You do not take into account any modi¬ 
fiers like Terrain, Treasure or special abilities 
when copying the opposing dragon. If two 
SHAPESHIFTERS are battling their strength 
would be 3 since that is their base strength. If 
the SHAPESHIFTER attacks a zero strength drag¬ 
on it becomes zero strength. The three on the 
SHAPESHIFTER card is merely there to indicate 
how much to pay to make him fight on your 
side. 

Sigurd, Sir Lancelot: See BEOWULF. 




Silver Chalice 
This is a “Battle 
Action” since it says 
“WHEN ATTACKING.” You 
may use the SILVER CHAL¬ 
ICE as many times as you 
want during a battle. 

Strangehold 
The player discarding 
has the choice of which 
cards to discard. 

Swamp Hole: See FROZEN LAKE. 

Tsunami 

You must pay for each of thedragons as 
you turn them face up. This allows you to turn 
dragons face up without sending them into bat¬ 
tle right away. If you turn them face down with 
a card like AVALANCHE or CAULDRON be sure 
to mark them as already paid for so you do not 
pay for them again when you turn them face up 
a second time. 

Underwater, Cave Tunnel: See CAVE. 

Turn The Tables 

This card must be played during your 
opponent’s first Action Phase. Since your oppo¬ 
nent has the first chance to play an Action he 
could play a Dragon Slayer Action and then you 
wouldn’t want to play TURN THE TABLES 
because your opponent wouldn’t be getting a 
Battle Phase. If he doesn’t play a Dragon Slayer 
Action and you play TURN THE TABLES — your 
opponent must attack the card you choose if he 
has a dragon who can legally attack it. 

Wall 

A dragon that has a wall on him cannot get help 
from other dragons in a battle; however, he can 
give help to other dragons. 


FACL 


Ql: When a Dragon is killed in a battle and dis¬ 
carded, do I replace it with another card from 
my Dragon Lair Draw pile? 

AI: No, that would defeat the purpose of the 
game. The whole goal is to clear your opponents | 
battlefield of Dragon/Terrain cards. 

Q2: Can I look at the six cards I draw from my 
Dragon Lair draw pile at the start of the game? 
A2: Yes. You may not only look at them, you 
may place them in the battlefield in the posi¬ 
tions that you wish. 

Q3: What if I run out of gold and my opponent 
attacks a card that I do not have enough gold to 
pay for? 

A3: You must discard the Dragon card and you 
lose the battle. 

Q4: What if my opponent uses Possession Spell 
to add my Leviathan’s strength to his dragon - 
can I then use Possession Spell to add the 
Leviathan’s strength to my dragon as well? Can 
the Leviathan come into the battle after it has 
been possessed? 

A4: You could use Possession Spell a second 
time, but it would be pointless in most cases 
due to the fact, once a 
Dragon is possessed its base 
strength is reduced to 0. So, 
you would be adding 0 to 
your Dragon. As far as 
bringing him into the battle, 
it can be done, but once 
again, he would enter the 
battle with a base strength of 
0; however, modifiers would 
still apply. 
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Since releasing the Star Trek: The Next 
Generation Customizable Card Game in late 
1994, Decipher, Inc. has been happily bom¬ 
barded with questions regarding the game. 
Decipher greatly values players’ feedback 
and is answering frequently-asked ques¬ 
tions on-line. Here is a sampling of most- 
2| asked questions and Decipher’s responses. 
To keep up with the latest information on 


Star Wars game, contact them at 
their e-mail address: 
DCustServ@aol.com. 

How do I get ultra-rare cards? 
Presently, there are a total 
of 363 cards in the 
ST:TNG CCG universe. 
All of these cards are 
available in both 
Starter Sets and 
Expansion Sets. 
There are no 
ultra-rare cards 
at present. In 
the future 
there will be 
ultra-rare 
cards 
which will 
be 


wSm Star Trek: The Next Generation 


Customizable Card Game and our upcoming 


strong, 
nifty, 
or 

highly-col- 
lectible cards, in 
very limited runs as part 
of various promotions. Dates 
and details on these promotions are 
not yet available. Announcements will be 
made in industry magazines, via online out¬ 
lets, and by Decipher when the information 
becomes available. 

Should l save ST:TNG CCG package wrappers 
to redeem for ultra-rare cards? 

No. You do not need to save the pack¬ 
age wrappers. 

Is there a difference between “Limited Edition ” 
and “White-Border Edition” cards? 

The only differences between the two 
editions is the color of the border and the 
size of the print runs. Both sets of cards 
contain the same 363 cards. There was only 
one print run of the black-bordered Limited 
Edition cards. These cards were released 
November 7, 1994. They will not be run 
again. The white-border edition cards were 
released December 10, 1994 and will be 
reprinted to meet demand. There will be 
another very large print run of the white- 
border cards in early 1995. Look for the 
cards in retail stores in February. 

Can / purchase cases, boxes, sets or cards 
directly from Decipher? 

No. At the present time, we are not 
offering direct sales. We are only selling to 
distributors and retailers. Check with your 
local retailer to see if they are offering indi¬ 
vidual cards for sale or if they are aware of 
any organized card trading sessions. There 
is a great deal of buying/selling/trading 
going on in stores, within Star Trek groups, 
on the Internet, and on commercial online 
services. More about the Internet later. 

Can Decipher help me complete my set of cards? 
As just mentioned, trading is the best way to 


complete your set. Be innovative. Set up a 
group through your local retailer or find a 
way to access the Internet. Lots of people 
are completing their card sets every day. 
There will be a Limited Edition Collector’s 
Set with a silver border released later in 
1995. 

How should we resolve card and rules questions 
that occur when playing the game? 

Please refer to the second point on 
page three of the rule booklet. “If a situation 
arises that is unclear or not addressed in 
these rules, simply use common sense to 
resolve the issue within the spirit of Star 
Trek: The Next Generation, then proceed 
with the game.” We could not cover every 
possibility in the rule booklet, although 
expanded rules are a part of our plans for 
the future. 

How is Decipher handling questions about the 
card game? 

You may contact us in the following 
ways: For information & questions on rules, 
gameplay and cards, contact game inventor 
Tom Braunlich through: e-mail at 
DanswerMan@aol.com; If you have cus¬ 
tomer service questions about the game 
(card distribution, damaged cards, misprint¬ 
ed cards, or mispackaged cards) contact 
Decipher through e-mail at 
DCustServe@aol.com; 
via fax at: (804) 623-3630; or by mail: 
Decipher Customer Service, P.O. Box 56, 
Norfolk, VA 23501. 

Please be patient with us. We are 
receiving a great number of requests and 
will respond to your questions as quickly as 
we can. 

Where can I find information online? 

American Online is Decipher’s base 
with very active folders in Game company 
Support (keyword GCS) and Gaming 
Information Exchange (keyword GIX). For 
example in GIX, go to the folder “GIX 
Messaging,” then to the folder “Collectible 
Card Games.” This folder currently contains 
numerous folders with different discussions 
regarding the game. This is an especially 
good source for those who are online 
novices. Plans are underway to create dedi¬ 
cated newsgroups and web page locations 
for the game. Please bear with us while we 
figure out how to service both Internet fans 
and novices. 

The following newsgroups on the Internet 
have active trading, selling and postings; 
rec.arts.startrek.fandom 
rec.arts.sf. marketplace 
rec.arts.startrek. misc. 
rec.games.deckmaster 
rec.games.trading-cards.misc. 
rec.collecting.cards.non-sports 
Please only consider information coming 
from Decipher Inc. to be official 
answerMan@aol.com,or 
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DCustServe@aol.com are the current 
Decipher net reps. Additional reps will be 
authorized to answecquestions soon. 

Are tournaments planned? 

Yes. Tournaments are planned, and 
Decipher is developing tournament kits for 
retailers and interested parties. These kits 
are not yet available, but we hope to have 
them in early 1995. Ad hoc tournaments are 
already appearing in clubs and at conven¬ 
tions. 

Can you give me the technical data on the 
game? 

Yes. There are a total of 363 unique 
cards in the first release. This is broken 
down into 121 common cards, 121 uncom¬ 
mon cards, and 121 rare cards. All common 
cards are equally common; all uncommon 
cards are equally uncommon, all rare cards 
are equally rare. In each Starter Set, there 
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are 45 common cards, 13 uncommon cards 
and 2 rare cards. In each Expansion set, 
there are 11 common, 3 uncommon and 1 
rare cards. The cards are packaged in a ran¬ 
dom-sorting method. (There is no guarantee 
which common, uncommon or rare cards 
will be packaged into a set, box or a case of 
cards.) The Limited Edition print run of 
cards consisted of a total of 
45,900,000 cards. This breaks down into the 
following number of total cards: 281,157 of 
each common card, 78,843 of each uncom¬ 
mon card, and 19,339 of each rare card. The 
print run for the first release of the White- 
Border Edition cards is equal to that of the 
print run for the Limited Edition cards 
(45,9000,000 cards) with the same break¬ 
down. The early 1995 print run of the White 
Border Edition cards will be more than three 
times the size of the first print run with a 
total of 162,000,000 cards. And we’ll keep 


Rare cards for the Star Trek: Next 
Generation Customizable Card Game. They 
will probably be available in the latter part 
of 1995; distribution plans are still being 
worked out. There will be more details on 
the availability of these cards later. 

Beta Shipments of Star Trek: The Next 
Generation Customizable Card Game 

Some players have asked about “Beta” 
shipments of the ST:TNG Customizable Card 
game. The black-border cards are Limited 
Edition and will not be printed again. For 
the white-border (unlimited) cards, multiple 
print runs of the “Alpha” version will occur. 

A “Beta” version of white-border cards 
is planned for multiple printings later in 
1995. The “Beta” version will contain a 
revised copyright notice ©1995 plus come 
minor corrections and modifications to a 
small number of cards. 


the cards coming! The cards are printed on 
the highest quality card stock available at 
1 75 line screen. Printing was done in 
Belgium by Carta Mundi, one of the world’s 
premiere card manufacturers. 

Is there a Guinan card? 

No, not yet! A Guinan card did appear 
in an early advertisement for the Star Trek: 
The Next Generation Customizable Card 
Game, and thus, many people swear they 
have seen the card. But it does not exist in 
the initial 363 card release. Look for it in the 
future. Other cards may be referenced in the 
set which did not make it into the initial 363 
release. Look for them in the future also! 

Squelched! Rumors regarding the Star 
Trek: The Next Generation Customizable 
Card Game are Laid to Rest 
Availability of Ultra-Rate Cards 

Decipher has not yet produced Ultra- 
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Mutineer 
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Mutineer: 

- A mutineer seizes control of an opponent 
ship or base, disengaging it. 

- The mutineer is discarded when the total 
strength of the opponent’s crew played on 
that snip or base equals or exceeds the 
strength of the mutineer. 

- A ship or base under the effect of a 
mutineer cannot self destruct. 


IMPORTANT: 

No published card is barred 
I from tournament play. Even the 
I strength 10 entity cards are now 
| allowed in tournament decks. 

RULES CHANGES: 

Companion Games will not 
I change any rule found on any 
card. All cards will be used as 
published. However, misprints 
will be corrected and 
clarifications and expla¬ 
nations of interactions 
| will be defined in Galactic 
Intercom and used as 
I written there. 

JUDGES: 

The judge(s) is the 
sole person in charge, 
j What he says goes. We 
encourage judges to stick 
j with these guidelines (at 
least at first) but a judge 
may modify any or all of 
I what follows. 

WINNING 
PLAYERS: 

Judges and players of 
I Companion Games sanc- 
I tioned tournaments give 
Companion Games the 
j authorization to reprint 
their names, deck structures, tac¬ 
tics and other facts and informa¬ 
tion regarding themselves and the 
tournament in which they played. 
Compensation may be given 
under Companion Games’ stan¬ 
dard rates in situations where a 
player or judge is an author of 
written material (beyond a simple 
tournament report). 

TOURNAMENT DECK 
CONSTRUCTION: 

Each player will play with 
his own deck, and must stock 
that deck with cards based on the 
rules given below. During the 
game, each player draws only 
from his own deck and maintains 
his own discard pile. 

EMPIRE: 

Players may stock their 
decks with ship cards for only 
one major empire. (Note that a 
minor empire may be used as the 
main empire of a deck if desired.) 
The empire you represent is 
announced to all the other play¬ 
ers before decks are stocked for a 
round. When you sign in, be 
prepared to tell the judge which 


swapping of cards which have a 
specific use against 1 or 2 
empires, but are not needed 
against the others. Many players 
prepare a list of cards to remove 
/insert vs each opponent empire. 

NUMBER Of CARDS: 

The total deck must consist 
of between 80 and 120 cards. 

CARD TYPES: 

1- There are 11 different card 
types: T, S, D, B, E, C, M, A, H, O, L. 


There must be at least five cards 
of each of 8 different card types. 

2- More than 8 different card 
types may be used, and the 9th, 
10th, and 11th card types are not 
restricted by the minimum 5 
cards per type rule (therefore, as 
few as one card (or even zero 
cards) of each of the last three 
card types may be used). 

3- For each card type in the deck 
there must be a card of each 
strength up to the highest 
strength card of that type in the 
deck. 

Example: If a player wishes to 
place one or two S6 heavy cruis¬ 
ers in his deck he must also have 
at least five other ship cards, one 
each of strength 1-5. One each of 
strength 1 -5 is sufficient even if 
two S6 ships were to be used. 

4- Players are allowed three 
exceptions to rule #3. 

Example: A player has an M9 he 
wishes to use but does not have 
an M8 or an M7. He can use the 
M9 as one of the three exceptions 
to rule #3. Each such card is an 


empire you will represent. 

OPPONENT DECKS: 

Each player selects which 
cards he wishes to use after 
learning the empire(s) of his 
opponent(s). A maximum of 1/2 
hour will be allowed to do this. It 
is highly recommended that play¬ 
ers have their decks close to 
ready, allowing for some minor 
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exception. 

5 Only one strength 10 is allowed 
in a tournament deck. This 
strength 10 card can be an excep¬ 
tion to rule #3. 

6- No more than two exactly 
identical cards of strength 9, 8, 7, 
or 6 may be used. 

7 No more than four exactly 
identical cards of strength 1 to 5 
may be used. 

8 For purposes of stocking a 
deck, two cards are defined as 
being exactly identical if they 
have the same card name, card 
strength, points needed, and 
points generated. The pictured 
image and precise text is not nec¬ 
essarily the same for exactly 
identical cards due to possible 
changes between print runs and 
editions of the game. 

MAJOR EMPIRES: 

For tournament purposes, 
the following are considered 
major empires: Krebiz, Argonian, 
Mechad, Corporation, Scorpead, 
Tufor, Clydon and P.O.T. 

MINOR EMPIRES: 

The following are con¬ 
sidered minor empires 
and may be used as the 
main empire in a tourna¬ 
ment deck: Vektrean, 
Bolaar, Indirigan and 
Dragon. Players may not 
use major empire ships in 
a minor empire tourna¬ 
ment deck. Nagiridni 
Pirates may not be used 
as the main empire of a 
deck, but are considered a 
minor empire for use in 
all decks (regardless of 
the deck’s main empire) 
and for all other purposes. 
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USING MINOR 
EMPIRE SHIPS: 

Players may use a number of 
[ minor empire ships (Bolaar Pirate, 
| Vektrean Mercenary, Indirigan 
Nomad and Dragon Empire) 
determined by one of the follow¬ 
ing two formulas. The player 
must use the formula which gen¬ 
erates the SMALLER number of 
permitted minor empire ship 
cards. 

| a- A maximum of two minor 
empire ship cards per player who 
begins the game may be stocked 
in each player's deck. For this 
purpose, Indirigan ships count as 
I only 1/2 a ship, 
b- A maximum of one minor 
empire ship card per 4 major 
I empire ship cards (rounded 
I down) in the deck may be stocked 
in the player's deck. For this pur¬ 
pose, Indirigan ships count as 
only 1/2 a ship. 

THE RESERVE FLEET: 

Standard reserve fleet rules 
are used except that any card 
restricted by these rules (not by 
player choice) to one per 
I deck may not be placed into 
the re-serve fleet at the start 
I of the round. 

ALPHA, BETA, 
PRIMARY...: 

Players are allowed to 
1 use older edition cards in 
! their tournament decks. If 
different editions are used in 
| a single tournament deck the 
i following restrictions apply: 
a- If Introductory Edition 
Alpha cards are being used, 

| at least 15 alpha cards must 
be used and at least 5 card 
types must be present in 
those 15 cards. 


T9 Vektrean Asteroid Starbas (2 

allowed in a Vektrean deck) 

OTHER CARD 
RESTRICTIONS AND 
CLARIFICATIONS 

(mostly type corrections): 

C l Bar Tender - Cannot use its 
second function in a tournament. 
El Shield Refit Only provides 1 


b If Introductory Edition Beta 
cards are being used, at least 15 
beta cards must be used and at 
least 5 card types must be pre¬ 
sent in those 15 cards, 
c If Primary and/or New 
Empires cards are being used, at 
least 30 Primary and/or New 
Empires cards must be used and 
at least 5 card types must be 
present in those 30 cards. This 
30 card minimum is not for 
Primary or New Empires individ¬ 
ually, but for any mix of both 
combined. 

d- Players may use decks con¬ 
sisting exclusively of Alpha, Beta, 
Primary or New Empires. Players 
are not required to mix editions. 

RESTRICTED CARDS 

(Some additions or deletions may 
occur prior to the Nationals): 
The following cards are restricted 
to a maximum of one per deck: 

D1 Scintillating Dragoness (4 

allowed in a Dragon deck) 

E7 Argonian Strobe 
MB Ship Collector 


shield point (not 2). 

Fransporter (top) Nuclea r 
Mine (bottom) (misprint card) - 
Functions as a nuclear mine, not 
a transporter; is not a reaction 
card. 

E4 Heavy Phaser Refit - Provides 
two additional phasers (not 1). 
E7 Argonian Strobe (Alpha ver¬ 
sion) - Cannot be used on the 
same opponent on two consecu¬ 
tive turns. 


03, 05, 07 Forced Retreat - 

Discarded after use. 

03 Wande - Discarded 

after use. 

05 Wandering Desire - Discarded 
after use. Negated with a crew 
card of strength 6 or greater (not 
4). 

M4 Space dragon - Destroyed by 
damage or research points. 

T6 Black Hole - A maxi¬ 
mum of 2 black holes 
may be played on any 
one player at any one 
time. 

ANTE: 

Ante will not be kept by 
the winner. Ante will be 
drawn anyway to deter¬ 
mine who goes first. The 
ante card will become the 
first card on each player’s 
discard pile, judges 
should record the first 
player at this time. 

SEQUENCE OF 
PLAY MARKER: 

All players will use a die 
(or other counter) to indi¬ 
cate which step in the 
player turn sequence they 
are on. This is needed 
for steps 1-6, but step seven will 
simply consist of drawing cards. 

ROUNDS: 

la- In the first and subsequent 
rounds, each game will consist of 
four to six players. The last two 
surviving players will go on to the 
next round. Play immediately 
stops when only two players 
remain. 

A short round, consisting of 3 
players, is allowed. In this 
case, only one player will 
advance to the next round. 

Semi-final rounds will 
consist of four players. Only 
one player will go on to the 
next round. 

3 The final round consists of | 
from three to six finalists. 

Play continues until one 
player remains. 

4 The judge will make calls 
on any unresolved card inter¬ 
actions. 

5 Winning decks will be 
examined by a judge to 

| ensure that they were legal 
| decks. 

Players are allowed a 
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R/05 Tactical Retreat 


Illustration © 1994 Paul 'Prof He 

Tactical Retreat: 

- Causes the friendly ship it is 
played on to be returned to the 
owner’s hand along with all 
accompanying cards. 

- Can be played in reaction to a 
ship about to be destroyed. 

- Can be used on a ship of any 
strength. 


maximum of 30 minutes before 
the game starts to stock their 
decks after finding out their oppo¬ 
nents’ empires. Players should 
arrive 1/2 hour early as play will 
begin at the designated time of 
the event. A player who arrives 
unprepared is subject to rule 7 
below. 

7- A player who is more than five 
minutes late for the start of a 
scheduled round will lose one 
card (drawn at random) from his 
deck per minute after five min¬ 
utes. After fifteen minutes and 
ten lost cards, the player is elimi¬ 
nated. 

8- The following starting proce¬ 
dure will be used: Announce 
empires; stock decks; select and 
display reserve fleet cards simul¬ 
taneously; shuffle decks; oppo¬ 
nent’s option to shuffle decks; 
opponent to the left cuts the deck; 
ante; position according to 
strength of ante cards; highest 
ante goes first, second highest 
second, etc; draw 9 cards, begin 
play. 

9- Judges may modify these rules 
as they see fit, as long as all 
modifications are posted in writ¬ 
ing in advance of the event. 

10- A judge may look through 
any player's hand or deck before, 
during (care should be used not 
to disturb the order of the cards), 
or at the end of any game. All 
winning decks will be completely 
checked by the judge to ensure 
that the decks were in fact legal 
decks. Do not remove your deck 
from the table at the end of the 


game. 

II- Time Limits: 

Round Time Limit: 

All rounds have a 2 1/2 hour 
time limit. The final round 
has a 4 hour time limit! 

When the time limit is called, 
finish that complete turn and 
play one more complete turn. 
Play will only stop at the end 
of a complete turn unless 
someone has won outright. If 
no one has won by that time 
then the player with the least 
amount of damage to his 
Sector HCLwins. If that 
results in a tie, tally the total 
unmodified strength points of 
the ship cards in the active 
fleet of each player involved 
in the first place tie - the highest 
total wins. Judges should be con¬ 
sistent and timely in calling time 
limits so as not to hold up players 
who may have other event com¬ 
mitments or force them to bow 
out of a round. 

Player Turn Time Limit: 

To complete his turn, each player 
has a maximum of one minute 
times the number of players cur¬ 
rently in the game. When this 
time limit expires, the player 
ceases his turn but is allowed to 
draw cards from his deck. This 
only needs to be enforced in 
cases of obvious stalling. 

12- Player Withdrawals: 
Withdrawals should be rare. 
Courteous players will withdraw 
at the end of a complete turn 
without prior announcement. 
Players who withdraw (with the 
exception of emergencies or ill¬ 
ness) will not be selected for 
re-entry unless no other players 
are available. A judge must be 
called whenever a player with¬ 
draws. 

WITHDRAWAL 
BY DEPARTURE: 

If a player withdraws by 
simply stating he or she must 
leave, the last player (if any) 
who scored Sector HQ^damage 
to that player may immediately 
draw 2 cards. 

WITHDRAWAL BY 
WEAPONS FIRE: 

If a player withdraws imme¬ 
diately after he has fired all of 
his weapons at the other players 


hi 

and that damage consists of 10 or 
more points of damage, the player 
fired at is allowed to immediately 
draw 1 card from his own deck 
for every 10 points of damage 
sustained. 

Additionally, the last player 
who scored Sector HQ^damage to 
that player may immediately draw 
2 cards. A maximum of two 
cards may be drawn by any one 
player under these circumstances. 
Cards Played on Opponents: 

When a player withdraws or 
is removed from play, cards which 
that player has played against 
opponent fleets remain in play 
until eliminated by the standard 
means. Since the owning player 
will want to remove these, a sub¬ 
stitute card or note may be 
required. 

13- Playing advice, strategy, sug¬ 
gestions, threats, promises, and 
other such discussions are barred 
except among players who are 
not currently taking their turns. 
BETWEEN 
EACH ROUND: 

Between rounds, a player 
may change any or all the cards 
in his deck. He may not, howev¬ 
er, change the empire he repre¬ 
sents. Players who are eliminated 
in the first round may re-enter 
the tournament only if all the 
slots are not taken. Players are 
reminded to have their decks 
ready to go by the starting time of 
their next round. (Note there is 
usually at least half an hour 
between rounds). 


DAMAGED CARDS, 
PROTECTORS ETC: 

Players may use cards of any 
condition, however, a judge can 
rule out any cards which seem 
excessively marked, creased or 
damaged. Plastic card protectors 
may be used as long as each one 
is identical in style and condition. 
A judge can rule out any or all 
protectors at his discretion. 

1995 NATIONAL 
CHAMPIONSHIPS: 

National championships will 
be held at GENCON and ORIGINS 
each year. Winners will receive 
the following prizes: 

FIRST PRIZE: 

- An autographed C4 War Veteran 
and a non-autographed C4 War 
Veteran. 

- An autographed art original 
from an upcoming release. 

- The Galactic Cup (trophy). 

- A $1000.00 cash prize. 

- A player who wins both these 
events in the same year will 
receive an additional $3000.00. 
That’s a total of $5000.00 in cash! 

SECOND PRIZE: 

- A non-autographed C4 War 
Veteran. 

- A $250.00 gift certificate. 

FINAL ROUND PLAYERS: 

- All other players who make the 
final round will receive a $100.00 
gift certificate. 

Prizes may change from year to year and 
will be formally announced months in advance 
of the actual events. 

















■ ’ Elands 

M Protection from black 
jj | + 1/fO until end of turn 


♦ ; First strike unril en d of turn 


Target creature gains 
+ 0 /+ 2 , ♦: + 0/+1 


summonpackSB 

I trample 

the worst thing 
about wolf pack 
is DETH1 


* >: Add 2 to your mana pool. This 
ability is played as an interrupt. 

H% am many tricks sharing a 
common taiiotv; we feed the skies with 
the ashes of our prey ,. 


SHstcrs of die Flame 


rmare 


Giwkmmth 


Summon Sisters 




Jihis. * 1004 Jespcr Myrfors 


§ ‘Mdislttf Bensorl 


We’ve had so many Cut-ups sent in we thought we'd start a section devoted to them! 

If you’ve got a favorite DREAM CARD cut-up from ANY of the CCGs then feel free to send it in. 
We’ll print as many as we possibly can... The best one in each issue will get a special prize! 


Sumtddn Nightmare 


tying 

Nightmare’s power and toughness 
, both equal the number of swamps 
tits controller has in play, 
j j j ie Nightmare arises from its iair in 
I the swamps. As the poisoned land 

B 

and terrifying strength 


R. BIJNCOE’S CURIOUS REVISED 
NIGHTMARES WITH THE GHOSTLY 
BLUE MANA SYMBOLS -??? 


T. BALLARD’S GOLDEN EDGE REVISED 
GIANT GROWTH - PROBABLY ONE OF THE 
PRESSES WAS RUNNING OUT OF INK 


A SAMPLE OF I OF 4 OF 
BALLARD’S SQUARE-CUT THE DARK CARDS 
- UNDIE CUT? 




Hying 

during: every upkeep, pul 
an evil counter on 1 lule 
I >evil. Remove 3 evil 
counters to bring out a 2/2 
flying creature. 















































We stock 90% of all Magic™ and Star Trek:TNG® Limited cards ever made 
from Alpha to Arabian Nights™ to Fallen Empires™! 

Just call 1 -800-716-2561 for prices on any cards desired. Fax: I -606-878-9061 International: 1 -606-878-2936. 
In-stock merchandise as of 1/30/95: all 5 Moxes, Black Lotus, Ali From Cairo, Guardian Beast, Mirror Universe, Icy Manipulator, Moa, Hell's 
Caretaker, Chromium, Royal Assassin, Serra Angel, Argivian Archaeologist, Circle of Protection: Artifacts, Artifact Ward, Preacher, Hand of Justice. 
Boxes: Star Trek Limited Boosters, The Dark, Antiquities, Legends, Fallen Empires, Star Trek Limited Starters, Arabian Nights, Wyvern. 
Premiere Packs > Star Trek Limited Boosters, The Dark, Antiquities, Legends, Fallen Empires, Star Trek Limited Starters, Wyvern Premiere. 
Sets: Alpha/Beta, Antiquities, Legends, Arabian Nights, Star Trek Limited, The Dark, Fallen Empires. Our stock changes on a daily basis. 
Call for up-to-date prices and current availability. Warning: Our phone number is very busy due to the popularity of our low prices and 
large stock and as a small business we have only one line. You can also try our Fax or e-mail us at: renvhoek@aol.com 
Write to us for prices, a singles catalog or price quotes on your collection at: 

TROLL AND TOAD INC., 253 Reynolds Rd., Keavy, KY 40737. Payments accepted: Visa, MasterCard, Discover, American 
Express, money orders, checks, wire transfer. We do International orders as well. 

Currently taking preorders at 30% off retail for all upcoming collectible card games, 
including Ice Age™, Towers In Time™, Rage™ and any others advertised in this magazine. 
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Crazy Egor’s, 

Rochester, NY 

Adventures & Hobbies, 

716 42 7-2190 

Rochester, NY 

716 342-1070 

Devvayne’s World of 
Comics & Games, 

All Ages Comics Inc., 

Kingsport, TN 

Coventry, Rl 

615 247-8997 

401 828-0909 

Emerald City Comix, 

Boston Baseball Cards, 

La Mesa, CA 

Watertown, MA 

619 697-3333 

617 923-2828 

Gre i n itousi : Games, 

Boyhood Dreams Inc., 

Gardiner, ME 

Dunellen, N| 

207 582-6486 

908 752-0440 

Greg's Sportscards & 

Brevard Cards & Coins, 

Games, 

Melbourne, FL 

Lansing, Ml 

407 676-4653 

51 7 882-0101 

Celtic Miniatures, 

Hansen's Hobbies, 

Elkhart, IN 

Wilmette, IL 

219 294-2960 

708 853-1994 

Cobweb Corner, 

Heroes, 

Melbourne, FL 

Fort Worth, TX, 

407 254-0445 

81 7 654-9745 


Imagination Unlimited, 

Grand (unction, CO, 
303 243-2962 

Legends Comics & 
Sportscards & Games, 

Houston, TX 
713 524-4048 
Kingwood, TX 
713 358-9636 
Houston, TX 
713 580-2211 

M. Toner's G.O.E., 

New Cumberland, PA 
717 774-6676 

Rich Rankin's Comic 
Zone 

Berlin, NJ 
609 768-8186 

Rock Bottom Comics, 

Columbia, MO 
314 443-0113 

Sports Cards Etc., 

Wexford, PA 
41 2 934-0740 


Sports Cards Etc., 

Robinson Twp., PA 
412 787-3235 

Super Mario’s Card 
Shop, Greeley, CO 
303 352-8511 

The Outer Realms, 

Linden, NJ 
908 486-17 77 

Top Oe The Ninth, 
Traverse City, MI 
616 946-3030 

Trading Post, 

Kirkland, WA 

206 821-9755 

West Coast Cards Inc., 

Federal Way, WA 
206 941-1986 


Grandin Video & Games 

ST. ALBERT, AB 
403 459- 1055 

Silver Snail Comics 

TORONTO, ONT 
416 593-0889 

Coliseum of Comics 

ORLANDO, FL 
407 422-5757 

Fanfare Comics & Cards 

KALAMAZOO, Ml 
616 349-8866 

Gamemaster, Ltd. 

IAIRLAWN, NJ 
201 796-7377 

Wargames West 
on Central 

ALBUQUERQUE, NM 
505 265-6100 


Whyte Knight, 

EDMONTON, AB 
403 439-5299 



ATTENTION 

RETAIL 

. STORES! ■ 

If you sell 
individual 
CCG cards, 
your name 
should be here... 

Call 

(813) 785-2113 
or write to 
3061 7 US HWY 
19 N., Ste. 700, 
Palm Harbor, FL 
34684 
or Fax: 

(813) 784-4878 



So Good oL George is yet to 
be found... Some thought he 
might be in Wisconsin or in the 
Witness Protection Program. 
Some even thought the whole 
Last Card was a puzzle. My 
favorite letter discovered solu¬ 
tions for Black Label, Pretzel 
Mania and Raspberry 
Rendezvous...Try Carling, Rolled 
Gold and Haagen Daaz, my 
friend. Oh, well that wasn’t 
exactly what he dreamed up, but 
creativity should be rewarded by 
recognition. 

This issue is dedicated to the 
engaging young man; the ever- 
absent Mr. Coffee; Big Brutus; 


the ultimate fries; Hey Pig; opus 
one and the girls who blasted 
from the past... 

To leave you with a grin (I 
hope...). I was talking to a good 
friend who had recently come up 
with a few solutions to the 
Fallen Empires overpopulation... 
We came up with a few more... 

Ten things to do with extra 
Fallen Empires cards: 

10. Build an addition onto your 
house (they are basically wood 
pulp...) 

9. Heat your house next winter 
(great for kindling. .) 

8. Wallpaper the spare room (if 
you are desperate enough to buy 


a ease of spray glue and go to 
town.,.) 

7. Scrap paper (buy a silver or 
gold pen and put them by the 
phone...) 

6. Decoupage-The Lost Art (all 
those bottles and cans you were 
going to recycle...Voi!a, instant 
art!) 

5. Make Jewelry out of them (If 
you can wear a hood ornament.. 

Fallen Empires earrings must be 

coot..) 

4. Cool Coasters...(you can only 
use them once though,.,) 

3. Keep a pile in the bathroom... 
2. Buy a framed picture collage 
at * Mart and insert Fallen 


Empires™ cards instead of photos. 
Hang it on the walI...Voila, 
instant art again! 

1. Discover the lost pleasure of 
mobiles and hang them from 
your ceiling! 

And if all else fails, send 60 of 
them to TSR with $ 1.95 and get 
free Spellfire cards! 

So if you have a better idea 
(and I know I'm about to get a 
quadzillion letters...) write to me 
and I’ll print the top ten next 
issue! We ll come up with an 
interesting prize for the most 
ingenious use. 

Until the Ice Age cometh... 
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SPECIAL 


CARD SETS 



HIGH 

MEDIAN 

LOW 

ALPHA SET 

2550.00 

2500.00 

2050.00 

BETA SET 

2075.00 

1 700.00 

1475.00 

UNLIMITED SET 

1400.00 

1300.00 

1100.00 

REVISED SET 

349.00 

300.00 

244.00 

ARABIAN NIGHTS SET 

750.00 

550.00 

550.00 

ANTIQUITIES SET 

350.00 

350.00 

275.00 

LEGENDS SET 

1400.00 

1300.00 

1225.00 

THE DARK SET 

250.00 

200.00 

194.00 

JYHAD SET 

275.00 

2 75.00 

250.00 

SELLFIRE LIMITED SET 

158.00 

125.00 

94.00 

SELLFIRE UNLIMITED SET 

74.00 

73.00 

71.00 

SPELLFIRE RAVENLOFT SET 

73.00 

65.00 

58.00 

STAR TREK: TNG SET 

1200.00 

975.00 

800.00 

STAR TREK: TNG SET (UNLIMITED) 

1475.00 

1150.00 

825.00 

GALACTIC EMPIRES ALPHA SET 

200.00 

200.00 

200.00 

WYVERN SET 

235.00 

235.00 

235.00 


BOXES S PACKS 


ALPHA STARTERS-BOX 

1 500.00 

I 500.00 

1000.00 

ALPHA STARTER 

200.00 

1 50.00 

125.00 

ALPHA BOOSTERS-BOX 

2300.00 

2100.00 

1400.00 

ALPHA BOOSTERS 

123.00 

80.00 

55.00 

BETA STARTERS-BOX 

1000.00 

750.00 

750.00 

BETA STARTER 

139.00 

105.00 

80.00 

BETA BOOSTERS-BOX 

1800.00 

1200.00 

1150.00 

BETA BOOSTER 

93.00 

50.00 

38.00 

UNLIMITED STARTERS-BOX 

750.00 

500.00 

500.00 

UNLIMITED STARTER 

109.00 

88.00 

50.00 

UNLIMITED BOOSTERS-BOX 

1 710.00 

1220.00 

850.00 

UNLIMITED BOOSTER 

71.00 

45.00 

33.00 

REVISED STARTERS-BOX 

99.00 

83.00 

80.00 

REVISED STARTERS 

9.98 

7.95 

7.95 



HIGH 

MEDIAN 

LOW 

REVISED BOOSTERS-BOX 

90.00 

88.00 

86.00 

REVISED BOOSTER 

3.00 

2.50 

2.45 

COLLECTOR S SET (DOMESTIC) 

250.00 

200.00 

194.00 

COLLECTOR’S SET (1NTERNTL) 

308.00 

300.00 

263.00 

COLLECTOR’S SET (DOMESTIC OPENED 

166.00 

1 50.00 

138.00 

COLLECTOR’S SET (INTERNTL OPENED) 

244.00 

213.00 

181.00 

ANTIQUITIES-BOX 

1200.00 

1135.00 

925.00 

ANTIQUITIES-BOOSTER 

21.00 

19.00 

1 7.00 

ARABIAN NIGHTS-BOX 

3300.00 

2950.00 

2350.00 

ARABIAN NIGHTS BOOSTER 

60.00 

50.00 

45.00 

LEGENDS-BOX 

1198.00 

1038.00 

825.00 

LEGENDS-BOOSTER 

3 7.00 

35.00 

30.00 

THE DARK-BOX 

398.00 

359.00 

283.00 

THE DARK-BOOSTER 

7.13 

5.67 

5.00 

JYHAD STARTERS-BOX 

100.00 

94.00 

85.00 

JYHAD STARTER 

8.95 

8.95 

8.20 

JYHAD-BOOSTERS-BOX 

99.00 

97.00 

77.00 

JYH AD-BOOSTER 

2.75 

2.75 

2.38 

SELLFIRE STARTERS-BOX 

55.00 

54.00 

54.00 

SELLFIRE STARTER 

8.95 

8.95 

8.00 

SPELLFIRE BOOSTERS-BOX 

90.00 

90.00 

74.00 

SPELLFIRE BOOSTER 

2.50 

2.50 

2.50 

SPELLFIRE RAVENLOFT-BOX 

85.00 

80.00 

45.00 

SPELLFIRE RAVENLOFT-BOOSTER 

2.50 

2.50 

2.19 

SPELLFIRE DRAGONLANCE-BOX 

88.00 

85.00 

65.00 

WYVERN STARTERS-BOX 

68.00 

46.00 

24.00 

WYVERN STARTERS 

8.00 

8.00 

8.00 

WYVERN BOOSTERS-BOX 

135.00 

135.00 

135.00 

WYVERN BOOSTERS 

4.00 

4.00 

4.00 

SPECIAL CARDS 



NALATHNI DRAGON 

5.00 

4.00 

3.75 

ARENA 

6.25 

5.00 

4.75 

SEWERS OF ESTARK 

6.25 

5.00 

4.50 



TOP IOWVTSEDN 



Scrye Issue 


Median 

4 

5 

6 

Card Name 

Price 

I 

1 

1 

Shivan Dragon 

$15 

2 

2 

2 

Royal Assassin 

$12 

6 

4 

3 

Force Of Nature 

$10 

2 

3 

3 

Nightmare 

$10 

4 

7 

3 

Vesuvan Doppelganger $10 

4 

4 

6 

Lord Of The Pit 

$9 

6 

4 

6 

Northern Paladin 

$9 

6 

8 

8 

Fork 

$8 

6 

8 

8 

Gaea's Liege 

$8 

- 

- 

- 

Dual Lands 

$5-$6 


Other Availability 

(Alpha $40, Beta $23, ULTD $19) 
(Alpha $26, Beta $20, ULTD $15) 
(Alpha $25, Beta $18, ULTD $11) 
(Alpha $25, Beta $20, ULTD $14) 
(Alpha $21.25, Beta $15, ULTD $14) 
(Alpha $21.50, Beta $16, ULTD $10) 
(Alpha $18, Beta $15, ULTD $10.50) 
(Alpha $17.50, Beta $15, ULTD $10) 
(Alpha $20, Beta $16, ULTD $9.50) 
(Alpha $15, Beta $12, ULTD $8) 
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WE HAVE OVER 40,000 INDIVIDUAL MAGIC CARDS IN STOCK! 






tWKfttTY 


The Wolf Pack $36 

• Ashnod’s Transmogrant 
' Master of the Hunt 
-Power Artifact 

Transform your Master of the Hunt into an 
artifact with the Transmogrant, and then slap 
the Power Artifact on it. Now your Wolves 
only cost two green mana. 

immovable Object 98 

Wall of Vapor 
Anti-Magic Aura 

try killing this wall! _ 

Armageddon ?4 

Balance ?4 

Personal Incarnation ?4 
Living Lands ?4 

Mind Twist ?4 


Discard What? $8 

• Library of Leng 

• Ring of Renewal 

• Mishra’s War Machine 

Library or Lon, rays 

card, you can choose o P discard one card and draw 

when the Ring of Renewal says to discard keep on 

two from your deck, you can pu t one yt w ^ ^ ^ 

top of the library and then9* ™ ^ ^ ^ discard a card 

Mishra’s War Machine, V that really good 

^^^!“r^Ton<o%your. t brary, 

, rre S fetableF , 

Instill Energy 

’ S a 6/6 Trample creature^!^ SP3Wn 

,mmune to spe,,s and ^ efr ec ^;;r^? Iue to make 

- , J about unstoppable 


Stock* IRW2 
Stock* IRW3 
Stock* IRW31 
Stock* IRG25 
Stock* IRB25 


starTrek :TheNext»«on 

Bridge Crew an^ w an d Enterprise 
theSebPEditien. Call for prices. 


To place an order, call: 

1-800-2MAGIC6 

Or: (518) 237-4870 Or fax to: (518) 237-6245 
Or email to: ordersQwizvax. com 

Or mail tO: The Magic Source 

69 Oliver St., P0B 436, Cohoes, NY 12047 

TO RECEIVE OUR FREE CATALOG, 
CALL: (518) 237-5112 

PRICES SUBJECT TO CHANGE. 

™ The Magic Source is a trademark of Adventures By Mail, Inc. 

Star Trek: The Next Generation is a trademark of Paramount Pictures, Inc. 

















Scrye 

Issue 



Median 


4 

5 

6 

Card Name 

Price 

Set 

Other Availabilitv 

Game 

1 

1 

1 

Black Lotus* 

$140 

ULTD 

(Alpha $200, Beta $162.50) 

M:TG 

3 

2 

2 

The Five Moxes 

$75 

ULTD 

(Alpha $120,Beta $85) 

M:TG 

- 

2 

3 

Jean-Luc Picard 

$72.50 

LTD 

(ULTD $35) 

STCCG 

2 

2 

4 

Gauntlet of Might 

$65 

ULTD 

(Alpha $85, Beta $75) 

M:TG 

- 

2 

5 

Data 

$60 

LTD 

(ULTD $30) 

STCCG 

5 

6 

6 

Time Walk 

$55 

ULTD 

(Alpha $80, Beta $57.50) 

M:TG 

- 

9 

6 

U-S*S- Enterprise 

$55 

LTD 

(ULTD $25) 

STCCG 

4 

6 

8 

Forcefield 

$50 

ULTD 

(Alpha $80, Beta $61) 

M:TG 

6 

10 

8 

Timetwister 

$50 

ULTD 

(Alpha $80, Beta $52.50) 

M:TG 

9 

10 

8 

Ali From Cairo 

$50 

AN 


M:TG 

6 

8 

8 

Guardian Beast 

$50 

AN 


M:TG 

6 

10 

12 

Chaos Orb 

$46 

ULTD 

(Alpha $77.50, Beta $60) 

M:TG 

9 

16 

13 

Ancestral Recall 

$45 

ULTD 

(Alpha $70, Beta $51) 

M:TG 

1 7 

30 

14 

Icy Manipulator 

$42 

ULTD 

(Alpha $71.50, Beta $55) 

M:TG 

9 

16 

15 

Word of Command 

$40 

ULTD 

(Alpha $62, Beta $50) 

M:TG 

- 

32 

16 

William T. Riker 

$3 7.50 

LTD 

(ULTD $20) 

M:TG 

24 

23 

16 

Mirror Universe 

$3 7.50 

LGNDS 


M:TG 

9 

20 

18 

Lich 

$37 

ULTD 

(Alpha $70, Beta $55) 

M:TG 

9 

10 

19 

Time Vault 

$35 

ULTD 

(Alpha $60, Beta $43.50) 

M:TG 

15 

31 

19 

Two-Headed Giant 

$35 

ULTD 

(Alpha $50, $45) 

M:TG 

- 

10 

19 

Worf 

$35 

LTD 

(ULTD $ 16.50) 

STCCG 

- 

15 

19 

Geordi La Forge 

$35 

LTD 

(ULTD $15) 

STCCG 

- 

32 

23 

Deanna Troi 

$32 

LTD 

(ULTD $15) 

STCCG 

9 

16 

24 

Cyclopean Tomb 

$30 

ULTD 

(Alpha $70, Beta $45) 

M:TG 

1 7 

32 

24 

Natural Selection 

$30 

ULTD 

(Alpha $50, Beta $35) 

M:TG 

I 7 

32 

24 

Raging River 

$30 

ULTD 

(Alpha $45, Beta $40) 

M:TG 

25 

40 

24 

Diamond Valley 

$30 

AN 

M:TG 

25 

32 

24 

Carrion Ants 

$30 

LGNDS 


M:TG 

- 

24 

24 

Beverly Crusher 

$30 

LTD 

(ULTD $15) 

STCCG 

25 

28 

30 

Old Man Of The Sea 

$29 

AN 


M:TG 

16 

20 

30 

Nicol Bolas 

$29 

LGNDS 


M:TG 

- 

19 

30 

Wesley Crusher 

$29 

LTD 

(ULTD $15) 

STCCG 

25 

20 

33 

Illusionary Mask 

$28 

ULTD 

(Alpha $50, Beta $40) 

M:TG 

- 

45 

33 

Singing Tree 

$28 

AN 


M:TG 

1 7 

25 

33 

Arcades Sabboth 

$28 

LGNDS 


M:TG 

1 7 

28 

33 

Chromium 

$28 

LGNDS 


M:TG 

17 

25 

37 

Vaevictus Asmadi 

$27.50 

LGNDS 


M:TG 

17 

27 

38 

Palladia-Mors 

$26.25 

LGNDS 


M:TG 

- 

41 

39 

The Wretched 

$26 

LGNDS 


M:TG 

25 

- 

40 

Elephant Graveyard 

$25 

AN 


M:TG 

25 

- 

40 

Island Of Wak-Wak 

$25 

AN 


M:TG 

25 

32 

40 

jihad 

$25 

AN 


M:TG 

25 

41 

40 

Dakkon Blackblade 

$25 

LGNDS 


M:TG 

- 


40 

Killer Bees 

$25 

LGNDS 


M:TG 

25 

32 

40 

Blaze Of Glory 

$25 

ULTD 

(Alpha $47, Beta $40) 

M:TG 


*Six issues in a row at number one! 


Notes: Alpha and Beta editions of M:TG weren’t factored in for these rankings because the entire list would then be Alpha edition cards. So we used 
the Unlimited edition prices, which makes sense too, because most of the cards being sold are Unlimited, not Alphas or Betas. “The Five Moxes” are 
Mox Emerald, Mox Jet, Mox Pearl, Mox Ruby, and Mox Sapphire. 
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Expansion Set!!! 


Deutsche Version in 
APRIL erhaltlich 
Stark limitiert< 
Auflage 
Nur bei Ihren 
Fachhandlei 









The explosive martial 
arts trading card game! 


Collect over 250 visually stunning cards of this action-packed game. 
Use the awesome moves of karate, judo, jujitsu, taekwondo, 
wrestling, boxing - enhanced by psychic powers, talismans, ^jk 
weapons and armor. Look for the limited first edition 
cards at a store near you. They will knock you out! ^ 

Dealers and distributors, call 1-408-723-0703. 

ULTIMATE COMBAT. Now you can become the 

undefeated master of the martial arts! ^ 1 

































J/rBased on the premise that fairness is overrated, The Great Dalmuti™ 
is an interactive card game that’s easy to learn and quick to play. 
Designed for five to eight players, Dalmuti is an enjoyable pastime for 
adults but can be played by children even as young as eight. Players strive 
to improve their positions in this game of medieval one-upmanship, with 
the ultimate goal of becoming the Greater Dalmuti. The faster you get rid 


Brought to you by Wizards of the Coast, Inc. 

P.O. Box 707, Renton, WA 98057-0707 Customer Service: (206) 624-0933 


The Great Dalmuti and Garfield Games are trademarks of Wizards of the Coast, Inc. Wizards of die Coast is a registered trademark. Artwork ©1994 Margaret Organ-Kean 













